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And now for something 
completely different... 


AES MACHINE LID 


THE FABULOUS WANDA AND THE SECRET 
OF LIFE THE UNIVERSE AND EVERYTHING 


An adult fantasy game with Arcade Action 


You are travelling far from home looking for good 
times around the Universe, when you are 
intercepted by the evil Brutus of the Federation 
Brutus forces you to go and seek the Secret of Life, 
the Universe and Everything - known only to the 
Fabulous Wanda, a hostess in the Spaced-Out Inn in 
Highsville on the planet COPUS. You are teleported 
down to Highsville where the Customs man 
demands money for Teleport Tax. 


There is a video game in the Terminal with 
3 credits left 


Now you are on your own and you must decide how 
to proceed to Highsville Mainstreet to find the 
various establishments to enter and 


AAARGH! CONDOR 


George falls into a day-dream whilst sitting 
comfortably in his armchair smoking his pipe 


A scene floats in front of him of a landscape with 
trees and a mountain in the background. A damsel 
lies helpless having fallen down the mountainside. 
A strange vulture-like bird is flying down to seize 
the damsel and carry-her off. The damsel is now 
becoming hysterical and frantic with fear - George 
knows what he has to do 


George at once becomes the hero but he has many 
hazards to overcome including deadly arrows from 
the local warrior, deadly creatures and eggs 
carefully aimed from the air. Can George make it to 
the top of the mountain to take the spear and kill 
the bird? Will George finish the game before he 
drops his pipe and burns the house down?! 


GAMES MACHINE LIC 


EGBERT 


A fast Arcade Action Game for all the family to play. 
Written in 100% Machine Code for super-fast 
action! 


Egbert works on the production line at ‘LEYSPACE’. 
It was a comfortable life until the invasion of the 
TEBBITES from the planet TOR. Egbert’s union has 
been exterminated and the Tebbites have left their 
deadly Pets running wild in the workplace. As if that 
wasn't enough, the evil invaders have forced Egbert 
to take care of an Egg - damaging the Egg will have 
fatal consequences for poor Egbert. Egbert is now 
on piecework - can he earn a decent wage? Can he 
even survive? WARNING! You may get an ulcer by 
playing this game. 

SIX LEVELS OF SKILL 

ANYBODY WHO CAN DO LEVEL 6 SHOULD WRITE 
AND LET US KNOW! . 


GAMES MACHINE LTD 
FREEPOST 
STEVENAGE 

HERTS. SG1 2¥H 
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ALTERNATIVE PRIZES 
OF DISK DRIVES OR 
PRINTERS FOR 3 
WINNERS WHO ALREADY 
OWN CBM64's 


Wa 


Galactic Software are giving away all these prizes to the lucky 
number winners, anyone who buys a Galactic Series 2000 game 
before Christmas could win! 

For YOUR chance to win a prize simply fill in the entry form with 
your guess at one of the lucky numbers and send to us with the 
bottom right corner of the cassette cover of any Galactic game 


Incredible anim- 
ation in this high 
performance graphics 


‘ OR send your entry together with your order for any game. experience. Frogs, trucks, 
Our computer has chosen 120 random numbers between 1 and cars, boats, logs, turtles 
10,000, one for each prize. The closest guess to each number and lilyponds all combined 
wins the prize. to give your brain a real 
Goses Dec.24th 1983. A list of all the winners will be available. workout. 

5. In the future... in a galaxy far, far 


away. a Second generation of games 
was created. They were time warped in this fast 
k to our dimension for you to paced addictive arcade 
perience, NOW. game, as a mere beetle 
' he Galactic Series 2000 is here at last... you've gotta be fast to 
‘Games for the VIC 20, Pemmodore , outswim the merciless bug 
64 and Dragon 32, eating fish while stealing 
2000 games are only £5.50 each. their precious eggs. 
Oa ‘back guarantee. : ——— 
: ‘Uhexp. VIG 20games:- Keyboard or Joystick.- 
Commodore 64 games - Joystick control. 
Dragon 32 games - 
Keyboard control. 


Test your 
reflexes to the max as you ; 
attempt to rescue psycho- 
pathic scientists from the 
moon. Beware of the 
hazardous space fragments 
in this hectic challenge. 


futuristic arcade game you 
collect atomic cheese from 
the floor of the space maze 
avoiding the mean mal- 
functioning robots who will — 
on contact. 


The ultimate 
maze game features brain 
power not fire power.A 
visually breathtaking 3 

«dimensional display with a 
tormenting time factor as 
the 4th dimension. 


Tick the 
appropriate box. 


' You pilot D Enclosed is the 
one of the best space ships bottom right corner of 
aa Dis cstary a Galactic cassette cover. 
protecti 
Your survival depends Xi Please send me the 

following game(s) 
totally on the speed Fi Newt z : 
of your reflexes: O Froggy eutron Zappe 
O Bug Diver 0 3D Maze 
O Space Shuttle O Robot Mouse 


My computer is GAMES DESIGNERS 


OCommodore 64 vic 20 COMMODORE 64 
OVIC 200Dragon32 050 O £11.50 


Galactic Software  «-<\itw.__ 


| enclose cheque for the sum of E- 


or my Access no. is 
Name 


Unit 7, Larchfield . lee 
Estate Dowlish Ford, Ilminster, ee eee Oe 
Somerset. TA19 OPF. Tel:(04605) 5161. Dowieh Font twaibeter. Sammereet Al <P 


DLT's 
MONSTE 


_. USE YOUR NOGGIN AND WIN £10,000. 


You might think you're a computer games wizard... 1’m 
pretty good myself. But I’ve got news for you! |’ve discovered 
a second generation of computer games - and they’re mind- 
benders. So if you’re a spuddler you might as well turn the 
Page now. 

BECAUSE YOU WON'T STAND A CHANCE IN MY TEN- 

GRAND-SLAM. 

If you can cope with a real challenge, try one of my suite of 

/ mind-stretching games. If you're really confident buy all six - 

; it’s cheaper. 

- All the games are independent puzzles but each has a clue. 

Unravel the clues and put them together to solve the riddle. 

The first 10 who can will be finalists in my 

TEN-GRAND-SLAM to win a cool £10,000. 

You'll have to be an all-rounder because some of the games will 

test your intellect, some your general knowledge and one your 

skill with computers. But they’‘re all fun and |. guarantee you ‘ve: 

never seen anything like them before. 

. Games like: 

A. Take the Strain - armed only with a compass and a map of 
Britain’s railways, you must end up at the right section with 
a valid ticket. 

. Air/Sea Missile - taxes not only your usual video skills, but 
also your mind. Bomb the enemy fleet through thick cloud 
and shoot down missiles before they shoot you down. 

. Cambridge - take a trip around the city, punt on the Cam, 
stave off the pangs of hunger and try to reach your destination. 

. Othello - test your powers of logic with this ancient game, 
playing against each other or against the computer. 

. The Tower - escape from the perils of the tower and obtain 
the keys to escape from the dungeon. 

F. The Quiz - test your knowledge of Britain, playing against 
each other or the computer in a battle to beat the clock. 

TEN-GRAND-SLAM entry instructions will be enclosed with 

every game purchased. 

All Games are suitable for BBC, Dragon and Sinclair home 

computers. 


TO: TWIG SYSTEMS SOFTWARE, 6 HIGH STREET, WENDOVER, BUCKS. ENGLAND. 


My Name is: | wish to purchase the following cassettes 
Prices quoted are inclusive of VAT. 
My Address: . Take the Strain 
. Air Sea Missile £9.00 each 
. Cambridge or 
. Othello £45.00 for 
. The Tower the set 
. The Quiz 
Post and Packing 


| enclose my total remittance of 


Cheque ge P.O. bial Access [ pec eycard a 


Access/Barclaycard No. | | | | | | | 


Warning: These programs are sold according to. Fwig Systems Software terms of trade and conditions of sale, copies of which are available on request. 


PLAY THE GAME 
If space invaders spring to mind when you think of 
computer games then think again. There’s an 
abundance of other games to suit every taste. Read 
on...thenplayon... 


ARCADEGAMES 8 
From the ice hockey field to outerspace youcan test 
the speed of your reactions ina wide variety of 
scenarios. The arcade games reviewed are for 
Spectrum, Oric, Dragon, Atari, Commodore 64 
and Tandy Color computers. 


ADVENTURE GAMES 17 
You find yourselfin a fantasy world of monsters, 
wizards and other strange beings. The adventures 
which await youas you battle with the foe or search 
for treasure may prove taxing—or tedious. And 
there’s an extra for Spectrum owners—a brand new 
game tokeyincalled Wizard’s Tower. 


FLIGHT SIMULATORS 28 
Therapy for frustrated pilots or just the latest craze? 
If you want to find out whatits like behind the 
controls ofa massive jumbo jet or alight aircraft 
here’s your opportunity. 


STRATEGY GAMES 33 
Everyone remembers playing Monopoly asa child. 
The strategic and tactical decisions must still be 
made but whensuch gamesare played witha 
computer are they better, worse or just different? 


CHESS 
If you’re a beginner, playing computer-based chess 
isa good way tolearn the game. The home computer 
chess programsare getting better and better, as the 
results of the PCW Show tournament proved. Tony 
Harrington assesses some of the main contenders, 
and list the features to watch out for in a good 
chess program. 


CARD GAMES 47 
Your computer opponent won’t pay up when you 
play these games of Poker and Pontoon. Here you 
can find out if the odds are always stacked against 
you or if you might win. 
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BOARD GAMES 49 | 
There’s something special about games people have | 
played for a thousand years or more and the 1 
computerised versions of Reversi (or Roman a 
Checkers), Gomuku and Backgammon may well be Fe | 

just ascompelling. And youdon’t have toseek out a 4 

humanopponenttoplay against . . . 
BRIDGETUTOR 60 | 


Youwon’tstrain any friendships learning bridge via 
acomputer program but how does it compare to 
learning from a book? 


JIGSAWS 63 
Find outifit’s hard to solve a jigsaw puzzle on the 
smallscreen. Atleast none of the pieces will have 
gone missing and they won’t be spread all over the 
floor or table for days on end. 
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VALHALLA 
IS HERE! 


SINCLAIR ZX-SPECTRUM 


NEW RELEASES 
FROM 


QUICKSILVA 


“XENON-1". . £8.50 
“3-D MAZE”. .... £7.50 
“HANGMAN CANDY- 

FLOSS”.......... £7.50 
“HOPPER” (NEW!) £6.95 


NOW IN STOCK! 
VALHALLA 


for 48K Spectrum 


only £1 4.95 


“Xadom” £6.95 
“Velnor's Lair” £6.95 
“Aquaplane” . £6.95 
“Smugglers Cove” . £6.95 
“3D Strategy £6.95 
“Jet Pack” . £5.50 
“Psst” .. £5.50 
“Tranz Am” (New!) . £5.50 
“Cookie” (New)... £5.50 
“Knot in 3D" ..... £5.95 
“3D Tunnel”. ...... £5.95 
4D Terror-Dacktil” 

(New!) 

“Penetrator” 

“Arcadia” i 
“Ah Diddums!”.... £5.50 
OUTS gees £5.95 


“Ghost Hunt” 
“Light Cycle” (New!) £5.95 


“CENTIPEDE”.... £6.95 
“ORIC TREK” £9.95 
“COMPENDIUM” £7.95 
“ORICMON” £7.95 


COMMODORE 64 


“Lazer Zone” 

(New!) ......... £7.50 
“Matrix” 

(New!) ......... £7.50 
“Gridrunner” 

“Attack of the Mutant 


Plus! MANY BARGAINS on 


Top Name Computers 


4 PCW GAMES SPECIAL 


“Crazy Kong”.... £7.00 
“Startrek” 

“Frogger 64”... 
“Scramble 64”... . 
“Panic 64” 

“Spriteman” 

(New!) ......... £7.00 
“Shadowfax” . 

(New!) ......05. £7.99 


, Eirtlnertéenn 
DRAGON 32 


“Gridrunner” ... . £7.95 
“Dragon Trek”... £9.95 
“Grand Prix” £7.95 
“Golf” £7.95 
“Everest” £7.95 
“Mined Out” . £5.95 


3D Desert Patrol” 

(New!) .......... £5.95 
“Cosmos” 

“Timegate” 

“Meteor Storm’... 
“Space Intruders” . £4.95 
“Astro Blaster’... . £4.95 


“Mined Out” 

Frenzy” 

“Black Hole” 

“Violent Universe” 

(New) .......... £5.50 
“Galaxians” 

“Gobbleman” 

“3D Combat Zone” 

(New) .......... £5.95 
“Cosmic Debris” 

(New) .......... £4.95 
Jumping Jack” 

(New) .......... £5.50 
“Molar Maulers”. .. £5.50 
“Schizoids” 

“The Machine Code Sys- 
tem (New!) VIZ: “Editor/ 
Assembler” 

“Spectrum Monitor . £7.50 
“The Softek 

Compiler” 

“M-Coder II” 

(New!) .......... £9.95 
“Omnicalc” (New!) . £9.95 
“Word Processor’ 

(New!) .......... £5.95 


J} 


“St. George & the 
Dragon” £6.95 
“Handicap Golf’ . £6.95 
“Dragbug” 

“Startrek” 

“Attack” 


Access Barclaycard & Spectrum Charge- 
card welcome @ Instant Credit - please ask 
for written details @® Send S.AE. for other 
computer bargains M® Mail order service 
available, please write for details mm Part 
exchange welcome @ Prices correct at time 
of going to press E&OE 


6 LONDON BRIDGE WALK, 


LONDON SE1 


Tel: 01- 403 1988 


SINCLAIR OWNERS 
READ THIS FROM Eat 


SPECTRUM CHESS 
Dare you face The Turk (48k only) 


The original Turk was an eighteenth'century automation, a life-size 
mechanical figure resplendent in Turkish costume and seated behind a 
wooden cabinet on which a chess board and pieces were placed. 
OCP now offer you the twentieth century equivalent of that Turk—a 
chess-playing computer program. 

The Turk challenges you to a game of chess! 

MANY OPTIONS INCLUDE: 

@ 6 LEVELS OF DIFFICULTY 

@ DEMONSTRATION MODE 

@ BOARD EDITOR 

@ GAMES PRINTOUT FACILITY 

@ BLITZ CHESS AGAINST THE CLOCK 

@ TWOPLAYER MODE 

@ UNFINISHED GAMES CAN BE STORED 

@ RECOMMENDED MOVE 

FULL INSTRUCTIONS PROVIDED 


MACHINE CODE...IT MAKES ALL THE DIFFERENCE... 


Please order to: Oxford Computer Publishing Ltd.., 
4a High Street, Chalfont St Peter Buckinghamshire 


Please rush me Chess The Turk at £8.95 each. [_]Spectrum only 
Send cheque, postal order or ACCESS No. to above address. Or 
telephone order with ACCESS No. to (0753) 888866 


Fancy yourself as 
a Golf-Pro? 


With Oric Golf you have 

all the excitement of the 
professional circuit.Select 

9 or 18 hole course and 
overcome obstacles such as 

trees, bunkers, water — even the 
rough can be tricky! For 1 to 6 
players, this game makes full use 
of the Oric capabilities and colour 
graphics. Only £7.95. 


ORIC 


QUIZZMASTER 48K 

ONLY £6.95 which includes a £2.00 discount voucher for your next 
Quizzmaster; with new subjects. 

Amenu driven game using sound and colour and also indicating your 
running score. 

Instructions are given to substitute your own questions and answers. Great 
fun for all the family and ideal for education, i.e. Revisio 


Quizzmaster 1 — 

sports & pastim 

general know! 

Further Quizz 

follow soon 

Dept. PCW 

34 Bourton Road. Tuffley, 
Gloucester GL4 OLE 

Tel: (0452) 5028139 


_——— 


uPlay the games 


You might be an addict, you might hate them, but 
whatever your feelings towards computer games, 
they’re here to stay. And the games frenzy has only 
just begun. Try to picture what fifth generation 
micros with masses of processing power, oodles of 
storage plus high resolution graphics are going to 
unleash upon innocent households everywhere. 

But of course there are games and games. You 
need not always get up from the screen with your 
head reeling from some frantic battle against alien 
invaders. Instead, the computer can be your entry to 
all those sophisticated, ‘intelligent’ games, like 
chess, or bridge, that you never quite mastered. 

Instead of being obsessed by Frogger or Krazy 
Kopter, you can become obsessed by Roman 
Checkers, or Gomuku. At least then you can tell 
yourself you’ve been using your mind. 

What we’ve tried to do in this Games Special is to 
look at all those games which demand something a 
little more than fast reactions. We’ve included a 
good, solid arcade games feature and adventure 
games, but there is plenty besides. 

Many good arcade games, of course, call for 
tactical decisions to be made. In Quicksilva’s Ant 
Attack, forexample, you have to plan yourmoment 
to try and stun the ants and leap the wall. In Thorn 
EMI’s Ice Hockey, you choose who to pass to and 
when to pass. But although it may be vital, the 
decision-making is in response to immediate goals, 
there’s nothing long term or complex about it. You 
either get it right and stun the Ants, or they eat you. 

Beyond this tactical level there is a whole realm of 
games which demand more strenuous decision- 
making. Chess is the obvious example of a 
traditional board game which has made its way on to 
disk, cassette or cartridge. 

Suppliers are constantly discovering new ways to 
improve the playing strength of their programs. This 
year’s PCW 4th European Microcomputer Chess 
Tournament included a home computer chess 
category for the first time. Many of the games from 
that tournament are reproduced in the feature on 
chess, so you can judge the performance of several 
popular programs for yourselves. 

Flight simulators have been attracting much 
attention recently. Logically, if ever there was a 
game that lookedlike anon-starter, this should have 
been it. The amount of work you must put in 
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watching all the instruments on some of the more 
realistic simulators is amazing. In several flight 
simulators once you have the plane in the air it can 
take an hour or two in which nothing much happens 
to fly to the next airport. 

Pilots are paid a fortune for putting in this sort of 
work-rate. Now simulator enthusiasts spend hours 
hunched over their Ataris, Spectrums or Dragons, 
nursing their Jumbo Jet/light plane/Space Shuttle or 
whatever through the skies. 

Among the many games that have found their way 
on to the computer, perhaps the most surprising is 
the traditional jigsaw puzzle. You won't yet find the 
thousand-piece puzzle that used to occupy the 
dining room table for two weeks. For that, you'll 
have to wait for the multi-million pixel screen. But 
already there are absolutely standard jigsaw puzzle 
games for the Atari. As a test of recognition and 
visual memory, they work a treat. 

One of the real advantages of the microchip 
though, is that it allows home computer owners to 
meet traditional board games from other countries 
and other times. 

Your biggest problem in getting to grips with an 
unfamiliar game like Go, Reversi or Gomuku is 
finding someone else to play against. If it’s new to 
you, the game is probably new to others as well. 
Even if you do find an opponent who knows the 
rules, your skills are likely to be so far apart that the 
whole thing quickly breaks down. But the compu- 
ter, being basically stupid, is quite happy to play 
game after game against you. 

The golden rule is to experiment. Don’t get 
obsessed with your favourite arcade game. Try 
something different. Some of the hardest games are 
those with the simplest rules. Go, Reversi and 
Gomukuare alleasy to learn: it’s learning to win that 
is difficult. You can compete against the computer 
as soon as you've learned the basic rules. When it 
thrashes you, don’t worry. Remember, you can 
always switch it off! 

If on the other hand you don’t like games which 
have no direct contact with life outside the 64 
squares of achess, Reversi or chequers board, there 
are dozens of simulation games to try out. You can 
see how you'd fare leading an expedition to climb 
Everest, or find out what sort of Emperor you’d 
make. The world’s your oyster — get to it. 


Ever bought a game 
_ that’s not as good as its box? 


Everybody has seen the home computer game packs that sparkle 
with imaginative colour and graphics, and lure buyers into the store. 

Sadly, some who have bought have found that the game sparkled 
less than the box. For, as more and more companies jump on the home 
computer bandwagon, it becomes ever more likely that most of the 
imagination and excitement is concentrated in the pack. Instead of 
playing a fast game, you lose a fast buck. Or, more likely, several. 

Yet games have become increasingly sophisticated. Scenarios 
are more varied, levels of play have been increased, and high resolution 
colour graphics capabilities are being used together with dramatically 
improved sound effects. The trick is to know which games are as good 
on screen as they are on the pack. 

Relax. Help is athand. Logic 3, publishers of the most effective, 
self pacing programming tutorials, have selected The Best Games for 
Britain’s top home computers. 

So buy only the best. Send today for your free copy of The Best 
Games from Logic 3, and learn how you could save £2.00 when you 
buy your next computer game. If you're a dealer, we won't hold it 
against you — trade enquiries are welcome. 


Do it. Now. 


Send the coupon. 
Have a good game without being had. 


se a ae ee ee 

! Please rush me my free copy of The Best Games. I already have/am 

1 

I thinking of getting a home computer. 
Name 
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Logic 3 Ltd, Mountbatten House, Victoria Street, Windsor SL4 IHE 


or 


LOGIC3 


—THE KEY TO THE WORLD OF TOMORROW. 


Arcade games 


Arcade games are the staple diet of most computer games players, and there 
isanamazing variety of games on which dedicated enthusiasts can test their 
reactions and hand-eye co-ordination. There are life-like (and often 
amusing) sports games suchas Ice Hockey and Basketball: complex, 
multi-level space shoot-’em-ups like Lazarian: imaginative reworkings of 
traditional themes asin Crawler, and spooky maze games like Phantom 
Slayer. Graphic appeal, excitement and challenge are the hallmarks of the 
bestin the genre. Our reviewers Tony Harrington, Steve Mann and 
11-year-old Tom Selinsky tried out games for the Oric-1, Spectrum, Atari, 
Commodore 64, Tandy Color and Dragon 32. 


LAZARIAN 


Computer: Commodore 64 

Supplier: Commodore 

Price: £9.99 

Format: cartridge — joystick needed 

By any standards this is a superb, intricate 
arcade game which makes great use of the 
Commodore 64’s graphics. Itis a version of 
an arcade game by the same name and 
should exhaust most games fanatics. It 
goes on forever! 

As usual, you are the pilot of a space 
fighter, stationed way out beyond the 
beaten routes of the galaxy. Your first task 
is to free a sister ship which has got itself 
caught in a web of circling meteors, each 
one of which has its own force field. You 
have a quaint-looking spaceship which can 
move all round the globe at the centre of 
the screen. It can fire in four directions, 
and the aimis to hit each meteor in turn as it 
becomes yellow. 

Once you hit one, it is ‘freed’ and then 
circles randomly around the globe, getting 
in your way and destroying your ship if it 
hits you. By the time you blast the last 
meteor free there are seven or eight of the 
things wandering about trying to bump 
into you. 

If you succeed in this, the sister ship 
shows up in the centre of the globe. You 
move in and shoot each of the circling 
meteors. These meteors, by the way, think 
they are spacecraft from time to time and 
fire at you. This is an odd quirk, but does 
not interfere with the fun. 

In the second phase of the game. you 
travel through the ‘tunnel of fear’. This has 
several kinds of obstacles, but the one good 
feature is that you can have several 


Lazarian—greatuse of graphics 


attempts at the higher level (until your fuel 


runs out, in fact) no matter how many ships 
you loose. 

The final phase of the game is different 
again. Your ship is once again refuelled 
and you are sent out to battle the deadly 
one-eyed space leviathan, Lazarian. In a 
gruesome scene, while avoiding the missile 
attacks launched by an outraged Lazarian, 
you must cut away the body of the beast to 
release his eye, which you must then hit 
four times to destroy it. All good clean fun, 
and there’s a non-stop jingle which shows 
that there are no hard feelings. 

Firing your weapons is a little tricky. 
There are two different ways of firing, 
stationary and on the trot. Both involve 
some firm wrist work on the unyielding 
Commodore joystick. 

This game gives you three for the price of 
one, with the added attraction that youcan 
only get to the higher levels of the game by 
working your way through the lower. 
Graphics are varied and effective. A nice 


_ feature is that if you feel a weakness 


coming on from all the action, there is a 
pause button which calls a truce, halts the 
game and gives you time for a cup of tea or 
something stronger. T.H. 


MAJOR LEAGUE 
HOCKEY 


Computer: Atari 

Supplier: Thorn EMI 

Price: £25 approx 

Format: cartridge — joystick needed 

If you ever wanted to play ice hockey but 
couldn’t skate, this game might be for you. 
It has excellent graphics, including an ice 
rink three times the size of the screen. 

The only drawback to the game is that it 
is almost impossible to master — at least 
for those with my kind of reactions. 

The aim is to move your men, using the 
joystick, to get control of the puck. The 
computer controls the visiting side which 
gives them an advantage. 

Right from the whistle (which sounds 
realistic enough), the visitors darted for- 
ward, seized the puck and skated rings 
around my lads. You only have control of 
one of your men at a time, although the 
others push up with you or fall back. To 
change control, the theory is that you press 
the trigger on the joystick lightly. This 
immediately animates your man nearest 
the action, assuming that the one you were 
controlling has been left behind (which he 
quickly is). 

That, as I said, is the theory. In practice, 
the computer, which is busy mounting its 
own attack on your goal, seems to have a 
hard time keeping all the graphics going 
and attending to your request for a change 


Speedy reactions onice.. . 


of control. Like a sensible machine, it gives 


its attack priority treatment, so each time 
you change control, you generally find that 
the attacking player has already gone past 
you, so you need to change control again. 

I found that on average, it took the 
‘visitors’ less than two or three seconds to 
score. In that short time I had barely got my 
own player pointed in the right direction. 

When, by continually pressing the fire 
button, I had worked control down the 
field enough to animate my goalkeeper, 
the fellow generally skated off into the 
boards and left the goal wide open. Even 
when he did, by sheer fluke, manage to put 
his stick in the way of the puck, the visitors 
simply skated up, took it off him and 
flipped it into the goal. 

What this ‘action-packed’ game lacks, it 
seems to me, is a quiet ‘learning period’ 
where you can have a chance to find out 
how to control your team. But there are 
hundreds of thousands of you out there 
quicker witha joystick than] am. TH: 


BASKETBALL 


Computer: Atari 

Supplier: Atari 

Price: £24.99 

Format: cartridge, joystick needed 


In many ways this game is of the same 
family as Major League Hockey, reviewed 
elsewhere in this section. There are several 
major differences though, which make it a 
more pleasant game. It is also funnier — 
though I’m not sure whether this is 
deliberate. : 

Instead ofa vast scrolling ice rink (which 


| you wouldn’t expect from a basketball 


game), there is a single screen basketball 
arena. The game has five different options, 
depending on the number of people 
playing, and the number of animated 
players on the screen. I chose to play the 
first option — my player against the 
computer’s player. 

You always play for the basket on the left 
while the computer’s man goes for the one 
on the right. Both players are quite large 
relative to the size of the park and the 
graphics are enough to raise a smile. My 
man was blue in colour and a very smooth 
dribbler of the ball. 

Shooting is a little tricky to estimate. 
You hold the fire button down to make 
your player stop dribbling the ball and start 


. andonthe basketball court 


waving it slowly above his head, like 


someone swatting flies on a hot day. 
Anytime you feel lucky, you take your 
finger off the trigger and your man shoots 
for the basket. Sometimes it misses, 
sometimes it doesn’t. Just like the real 
thing. 

Dribbling is the key factor in attack and 
defence. Your control of the player with 
the ball is great. He will duck and dive, 
slide backwards or rush forwards as you 
want. When the opposing player gets too 
close, though, the ball is likely to change 
hands so you must keep moving. 

Pushing the joystick forward makes 
your player leap into the air, hands above 
his head, ready to block any low shot made 
by your opponent. You can also give more 
power to a shot at the basket by making 
your man leap upward just as you release 
the trigger. 

Playing one on one against the computer 
palls rather quickly. As with most games of 
this sort, any real spice they have can only 
be brought out by plugging in a second 
joystick and roping in a friend to play. This 
is where games options two and three could 
be interesting. 

On option two, two players compete 
against two computer players. Each hu- 
man player controls a man of his own and 
you can pass to each other using the same 
device as shooting for the basket. Option 
three lets an additional player play (and 
requires a third joystick). In this game, the 
two players compete against the computer 
and the third player. 

The other two games are four-player 
basketball (without the computer players) 
and two player basketball (again, without 
the computer players). In all the games, a 
clock at the top of the screen starts 
counting down from four minutes. The 
scores are also shown clearly. It’s a useful 
one to havein your library. T.H. 


PHANTOM 
SLAYER 


Computer: Dragon 

Supplier: Microdeal 

Price: £8 

Format: cassette — no joystick : 
Phantom Slayer must be played to be 
appreciated. The basics of the game are a 
three-dimensional maze, in which you 
hunt for hooded phantoms, and they hunt 


Focus your laseron the phantom 


for you. Whoever thought up this game 
should have been making films with 
Hitchcock. 

The maze appears on screen as if you 
were standing looking down a long hall- 
way. Each time you hit the up or down 
arrow keys you move forwards or back- 
wards one pace. The left and right arrow 
keys turn you a quarter turn in the 
appropriate direction. Some of the corri- 
dors are long, some are very short. If a 
phantom touches you it kills you. 

What gives this game its edge is that the 
phantoms can come on you fromany angle, 
round any corner. It’s a bit of ashock to the 
system when you turn a corner and find a 
hooded figure swooping down on you. 
They especially like moving up behind 
you. 

The game equips you with a ‘phantom 
detector’ — a geiger counter-like click 
which registers a phantom in the near 
vicinity. The detector can be set fora range 
of distances, from one to six, by punching 
the appropriate number. By setting it on 
six and then decreasing it quickly once it 
starts clicking, it is possible to get a sense of 
how near a phantom is. The only problem 
is that the detector works irrespective of 
how many walls there may be between you 
and the phantom. So you can get a great 
deal of clicking and still not see a phantom. 

You have a weapon, of course. The trick 
is to press the space bar which activates 
your ‘laser’. As soon as you see the 
phantom, releasing the bar automatically 
fires one burst. A cross-hair sight focuses 
on the phantom, so you are guaranteed a 
hit. But that’s not the end of the problem. 
The phantom keeps moving forward and 
youneed three hits to finish it off. The laser 
is deactivated for two seconds after each 
burst, so you must hit, run and hit again. 


—— 
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If you like hunting, this is the game for 
you. But watch out when you turn each 
corner. They’re cunning beasties, phan- 
toms. You never know when they will 
ambush you. Be particularly careful when 
you are backing away. You can’t see 
behind you (unless you turn around) and 
you might step into one. 

It’s a game that makes excellent use of 
the Dragon’s graphics. The instructions 
are all there, several screens full. But don’t 
expect any guidance from the cassette 
cover, there’s almost nothing there except 
aCLOADM instruction. T.H. 


AQUAPLANE 


Computer: 48k Spectrum 

Supplier: Quicksilva 

Price: £6.95 

Quicksilva always likes to provide a bit 
of a background story for its games 
cassettes, and this one appears to be aiming 
for the sort of people who think that 
Martini ads depict a lifestyle that is the 
height of sophistication — try to read this 
without sniggering: ‘This morning I had 
risen early to take in the brilliant sunshine 
of the Cote d’Azur in the height of the 


‘Well worth investigating’ 


season. The contrasting blues of sea and 
sky provide a perfect backdrop as I relax 
with a Pernod and lemonade and lots ofice 
...’ It waffles on in this vein for paragraph 
after paragraph which hardly adds to the 
excitement of the game. 

Once you get past all this blatant snob 
appeal you realise that the object of the 
game is to manoeuvre a speedboat and 
attendant waterskier past various mari- 
time hazards. The screen scrolls smoothly 
from right to left to give the impression of 
movement, and the graphics are beautiful- 
ly done: both boat and and skis leave a 
realistic wake and as you apply thrust the 
boat rises up in the water — the ‘aquaplan- 
ing’ of the title. 

In the first phase the obstacles are static, 
consisting of rocks and driftwood. If you 
manage to negotiate these successfully a 
bonus is awarded and your skier moves 
into the next stage. The hazards here are 
yachts — apparently it is Regatta Day and 
you have rather stupidly found your way 
into the middle of dozens of small 
sail-powered craft. Maritime convention 
states that ‘power gives way to sail’, so you 
have no alternative but to dodge and weave 
as the yachts cut across your bows. 
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Survive this and another bonus is given 
and the action switches again. Now you are 
faced with a flotilla of cruisers, all 
apparently being steered by inexperienced 
rich kids who seem to take a malicious 
delight in bearing down on you at full 
speed. And after that come the truly 
terrifying sharks. . . 

Aquaplane is based on a novel idea and 
Quicksilva has implemented it well. Move- 
ment is exceptionally smooth and the 
graphics very realistic. A couple of points 
do not ring true — it is possible to 
manoeuvre in such a way that the boat 
passes on one side of an obstacle while the 
figure on skis goes past on the other side. I 
suppose that in real life this could be 
achieved by slackening the tow-rope so 
that it passes underneath the obstacle, but 
in Aquaplane this happens even at full 
speed and when the obstacle is a rock, 
which presumably is attached to the 
seabed. It’s also a bit surprising to see the 
power boats ploughing their way through 
rocks and driftwood with no apparent 
harm. The sharks, though, are quite 
splendid — in true Jaws fashion they rear 
up out of the water, mouths agape and 
looking for lunch. 

I’m not convinced that Aquaplane 
would stand up to repeated playing: I 
certainly found it absorbing enough for a 
dozen or so games, but I suspect that once 
a high enough score has been achieved the 
novelty will wear off faster than it would in 
a game where more happens. But still, for 
the graphics and movement if not for its 
addictive quality, Aquaplane is well worth 
investigating. WAG 


MAZIACS 


Computer: 48k Spectrum 
Supplier: dk’tronics 
Price: £6.95 
Way back in the mists of time — well, a 
couple of years ago, anyway — when the 
ZX81 was most people’s entry point to the 
world of microcomputers, a program 
called Mazogs represented the state of the 
art in Sinclair games programming. 
Mazogs certainly made the most of the 
somewhat limited ZX graphics — the 
eponymous monsters really did look 
monster-like — and the game enjoyed 
deserved popularity. 

Mazogs has now mutated into Maziacs, 
for the 48k Spectrum, and I’m pleased to 


report that the old appeal is still there. As 
the name suggests, this is a maze game, in 
which you control a small stick figure that 
roams around doing battle with the 
fearsome maziacs. 

Once loaded, the program presents a 
very impressive screen menu that allows 
you to choose between seeing all or part of 
the instructions, toset the level of difficulty 
and to decide which keys to use as controls. 

After the game has been tailored to your 
exact requirements — and this is some- 
thing that should be copied by other 
manufacturers as anyone who has attemp- 
ted to play games with badly-chosen 
control keys will attest — the first maze is 
generated. This is huge — the screen 
displays a mere one-fiftieth of the total 
maze— but construction is fast enough and 
the action soon begins. 

The object is to find the treasure, which 
is always at least 200 moves away from the 
start. Along the way are various prisoners 
who are incarcerated in tiny cells next to 
the path, items of food, swords, and the 
maziacs themselves. The prisoners are 
very obliging — they will indicate the 
correct route to take by changing the 
colour of the path to yellow for a short 
time. You need swords to fight the 
maziacs, but after each encounter you 
must find another weapon. Food is needed 
to keep up your strength — forget to eat 
and you will be easy prey for the monsters 
and may even starve to death. You must 
keep moving: if you stop to rest for too long 
you will certainly be attacked. 

Once you have reached the treasure you 
must find your way back to the start, but 
you still have to deal with the maziacs and 
unfortunately it is impossible to carry both 
sword and treasure. So you must put the 
plunder down, find a sword, defeat the 
monster and then grab the goodies once 
more. The best tactic is to kill as many 
maziacs on your way in as youcan: that way 
you stand more chance of avoiding them as 
you exit. At any stage of the game you may 
call up a plan view of the maze — this shows 
one-twelfth of the total area. This can 
prove fatal as you may be attacked while 
looking at it, so use this option sparingly. 

If you get out alive with the treasure you 
will be awarded a score based on the 
minimum number of moves needed, 
expressed as a percentage of the actual 
number of moves taken. A bonus of up to 


This game has that vital ‘justonemore go’ addictive quality 


MICRO USER T-SHIRTS 
AND SWEATSHIRTS 


GAMES MACHINE LTD 


Games Machine is a successful company producing 
games for home computers. 


We are currently looking for good marketable games 
for the Commodore 64, Atari, Spectrum and BBC 
home computers. Games for other popular micros will 
also be considered. 


If you believe that you have a good game to sell then 
contact us immediately. 


Educational programs are also urgently required. 


Join us and go places with the royalties you can earn 
from your programs. 


1) ZX81 
2) Spectrum 
3) Oric 1 


4) Epson 
5) I’m User Friendly 


6) Have youseen my peripherals? 
7) Invader 

8) Z80 

9) Z80A 


10) 6502 
T-Shirts 100% cotton in white/red/pale blue £3.25 each inc 


Sweatshirts polycotton in white or grey £5.50 each inc 
Small/mediunvlarge and extra large sizes 


ONE PERCENT SCREENS 


Unit 12, Star Lane Estate, Great Wakering, Essex 


GAMES MACHINE LTD 
Business & Technology Centre 


Bessemer Drive, Stevenage 
Herts SG1 2DX 


Call David Braybrooke 
Tel: 0438 316561 (office hours) 
01-0462 78249 (evenings) 


THE FABULOUS WANDA 
AND THE SECRET OF LIFE 


for COMMODORE 64 
An adult fantasy 
game with Arcade Action 


You are travelling far 
3 _ from home looking for good 
“jane times around the Universe, 

when you are intercepted 

by the evil Brutus of the Federation. 
Brutus forces you to go and seek the Secret of Life, 
the Universe and Everything - known only to the 
Fabulous Wanda, a hostess in the Spaced-Out Innin 
Highsville on the planet COPUS. You are teleported 
down to Highsville where the Customs man 
demands money for Teleport Tax. There is a video 
game in the Terminal with 3 credits left. 
Now you are on your own and you must decide how 
to proceed to Highsville Mainstreet to find the 
various establishments to enter and .. 


OGLES for BBC/B 

Designed with people of all ages in mind this 
programme provides an aid to learn and match 
colours as well as being very entertaining. Not only 


have colours to be matched in sequence but co- 


ordination skills can be developed by moving the 
correct coloured OGLE to match a pattern displayed 
on the screen. Interest and amusement are provided 
by you as Gordon having to control your pet dog 
Flash by guiding him to collect the matching OGLE, 
carry it back and to drop it at the correct position 
There are two levels of play. 

An easy level for the younger person. 


THE UNIVERSE AND EVERYTHING 


RACINE 


AVAILABLE AT ALL SPECTRUM SHOPS, HMV, 
SELFRIDGES, JOHN MENZIES, LEISURE ZONE AND ALL GOOD 


COMPUTER SHOPS 


BARRELDROP! for 48K SPECTRUM 


Poor Gordon! His drainpipes are blocked again and 
the only way to clear them is to drop barrels down 
them. Gordon stands on the top of his roof with 5 
barrels. When the game starts he'll roll one down 
the roof. Press SPACE to drop it through the roof 
accurately into the centre of a drainpipe and you'll 
score the number of points in the pipe, which will 
start to flash, and Gordon will get the barrel back for 
another go. The barrel will be lost if the drop is 
inaccurate, or into a pipe already filled, but - Flash 
the dog is on hand! If you know you ‘re going to lose 
the barrel and you can-see Flash peeping out from 
the bottom-right corner, press D and Flash will save 
it! Once you clean all 5 pipes, you will get a bonus, 
but there’s a surprise in store before you get the next 
set of pipes to fill : £5.95 


SUPERSNAILS for 16K or 48K SPECTRUM 
Snails specially imported from West Africa are 
being kept in Dr. Van Winklehoff's laboratory for 
genetic experiments. The Doctor has turned them 
into a super-breed of snail who now leave behind a 
trail of super glue that will trap any snail touching it. 
Two of the snails, continually moving and 
controlled by the players, escape from their pens 
into the laboratory. Unfortunately, only one of the 
snails can escape from here into the outside world 
without raising the alarm. You must therefore trap 
your opponent and then try to escape through the 
small door which will then appear 


EGBERT 


for COMMODORE 64 
A fast Arcade Action Game 

for all the family to play 
Written in 100% Machine 
Code for super-fast action! 
Egbert works on the 
production line at ‘LEYSPACE’ 
It was a comfortable life until 4 * 
the invasion of the TEBBITES =m... 
from the planet TOR. Egbert’s union has : 
been exterminated and the Tebbites have left their 
deadly Pets running wild in the workplace. As if that 
wasn't enough, the evil invaders have forced Egbert 
to take care of an Egg - damaging the Egg will have 
fatal consequences for poor Egbert. Egbert is now 
on piecework - can he earn a decent wage? Can he 
even survive? WARNING! You may get an ulcer by 
playing this game. 


SIX LEVELS OF SKILL_.ANYBODY WHO CAN DO 
LEVEL 6 SHOULD WRITE AND LET US KNOW! 


ARITHMETIC FUN-TIME for TI99 

Elementary addition, subtraction, multiplication 
and division exercises providng valuable practice 
and drill for young children who are developing ° 
their basic mathematica! skills. 

Uses colour graphics and sounds to give a good 
presentation with the sums appearing in large 
letters on a blackboard. 

The Computer plays back sums which the child has 
difficulty with showing the child the correct 
solutions. Uses the basic TI99 console. £5.95 


Games Machine Ltd., Business & Technology Centre 


A professional level for the older person with play Features:- * Fast Action - 100% Machine Code 

against the clock and Hall of Fame. * Nine levels of difficulty Bessemer Drive, Stevenage, Herts. SG1 2DX 

OGLE COMPETITIONS ARE FUN! £8.95 £5.95 * Keyboard or Joystick Control Telephone: (0438) 316561 
otc tomas i Oeremaem.  upe Sg eae rian < 
5 | enclose a cheque P.O. payable to GAMES MACHINE LTD., for £ {WANDA | ] SEND TO:- : 
; or debit my Access/Barclaycard account no. | cameo | GAMES MACHINE LTD., ; 
te Senay eae FREEPOST, 
: OGLES u e 
: vO rN Ce) [ARITHMETIC HERTS SG1 2YH : 
: ADDRESS ZZ TOTAL : 
: DEALERS AND DISTRIBUTORS REQUIRED. GAMES AND EDUCATIONAL PROGRAMMES WANTED FOR ANY HOME PUTE . 
Cece eee ee rere res ere ress ee es eF Eee ees OOS ES HEHE EH EEE EEO HEE SH ESEE EH HDO SEES ED SESH OEE TERE HEHEHE HEH HSE ST CSOE SEES OEE® 
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WHAT THEY SAID AT THE PCW SHOW... 


“Very impressive graphics” 


Tim Hartnell, author of many best selling 


micro books 


“A blimmin’ good mega zap” 
Jeff Minter, top Vic 20 & CBM 64 games 


programmer 
“Very smooth . . 


Microdrive’ 


. I'll have one” 
Andrew Pennel, author of ‘Mastering Your ZX 


“Better than what Ultimate is doing” 
A major UK games dealer 
to name but a few who saw... 


WILD WEST HERO 


Now you can enjoy the game that the 


experts loved 


Wild West hero captivated you in the fastest, 
meanest, noisiest battle you will ever 
experience in these times. Up to 80 bandits 
will challenge you on each wave, all on the 


screen at once, all smooth, all in hi-resolution 


graphics, see the right hand column for full 


spec. 


ZUCKMAN 


ZX81 (16K) 
*ALL MACHINE CODE 
(10K) 
*FOUR INDEPENDENT 
GHOSTS 
*HIGH-SCORE “HALL 
OF FAME’ 
* AUTHENTIC ARCADE 
ACTION 
*TITLE/DISPLAY 
MODE 
ONLY £4.95 INC. P&P 
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For the 48K Spectrum 
Wild West hero uses full colour graphics, 
hi-res, smooth movement, dramatic sound 
effects, 100% machine code, high score, two 
play option, compatible with Kempston or 
Downsway joystick interface. 

All Timescape products are guaranteed for 
life, if our software ever fails to load return the 
cassette for an instant replacement. 

All orders despatched within 24 hours of 
receipt of order. 


ONLY £ 5 a 90 INC. VAT & POSTAGE 
rv _\ 
‘ii esting 
1 VIRGINIA GARDENS, FAIRWAYS 


MILNGAVIE, GLASGOW G62 6LG 
Telephone: 041-956 5058 


DEPT CA, 9 TWEED CLOSE, SWINDON, WILTS 


SN2 3PU Tel: (0793) 724317 


Trade enquires welcome 


Export Order: Please add £1.00 per tape airmail 


ve SPECTRUM 16K VERSION OF Z/MAN £5.95 inc 


FROGGY 
ZX81 (16K) 
*MOVING CARS, 
LOGS, TURTLES 
* ALLIGATORS, 
DIVING TURTLES 
*FOUR ‘SCREENS’ OF 
ACTION 
*ALL ARCADE 
FEATURES 
*ENTIRELY MACHINE 
CODE 
ONLY £4.95 INC. P&P 


* New 


Cw 


+ ZX Spectrum’ 


FROGGY 16K or 48K * 


pAb VERSION OF 
E GAME WITH FULL 
ARCADE FEATURES: — 


*Fabulour Hi-Res Colour Graphics 
*Authentic Sound Effects + 3 Tunes 
*3-D Logs, Swimming & Diving Turtles 
*3 Lanes of Multi-coloured vehicles 
*On-screen Score, Hi-Score, Time-bar 
*Snake, Alligators and Baby Frog 
*'Top 5 High-Score initials table 
*Damonstration Game routine 


Your home-sick frog must leap across a 
busy main road, then onto logs and turtles 
in the river or ach safety of the river- 
bank frog-h 


THIS MACHINE-CODE GAME MUST BE 
SEEN TO BE BELIEVED!! 


ONLY £5.95 INC. P&P 


One-twelfth of total maze 


30 points may be awarded; this is based on 
your difficulty level. 

Maziacs has certainly lost nothing in its 
transfer to the Spectrum — in fact author 
Don Priestley has come up with an even 
more impressive program. The graphics 
are excellent — the fight sequences are 
particularly good — and the game has that 
vital ‘just one more go’ addictive quality. 
Highly recommended. T.H. 


SKIING 


Computer: Tandy Color Computer 
Supplier: Tandy Radio Shack 

Price: £24.95 

Format: cartridge — joystick needed 


Skiing games have much.in common, but 
this one is rather special. Instead of you 
steering a figure on the screen along a 
downhill run, Skiing makes you the skier 
and the screen shows your view in the most 
marvellous perspective. 

There is a small dot centred at the 
bottom of the screen at the start of the 
game, as a guideline. The first screen is an 
options screen with three choices. You can 
have a ’complex’ or a ‘simple’ game, you 
can make a new slalom course, or you can 
start a new game with the existing 
situation. 

If you are a beginner you are advised to 
leave the joystick controls on ‘simple’, as 
making this downhill run takes some 
practice. The slalom gates rush up at you 
and everything gets larger asit approaches, 
including the poles lining the downhill run. 
Simple joystick controls use a forward/ 
backward movement of the joystick to 
control speed. Direction is obviously side 
to side. 

The ‘complex’ controls differ in a couple 
of important ways. First, the fire button 
acts as your ski-poles, to give you a firm 
shove forward. Repeated pressing of the 
fire button acts like an accelerator, 
independent of the varying steepness of 
the slope you are skiing down. : 

Second, under complex controls there is 
more realism. When you come to a slight 
uphill, you slow down. If you turn from 
side to side, it cuts your speed just as 
though you were on the snow. 

Besides the excellent graphics, the game 
has two other interesting features. The first 
of these is the verbal commands at the start 
of the game, from the starter, naturally, 


Arcade games 


Second, there is a very accurate timer 
which keeps track of each downhill run. 

There are several different ways of 
playing the game. There’s a marker which 
comes on if you ski off the course (and it is 
perfectly possible to ski off onto a totally 
white screen, with no course markers in 
sight). Each time you miss a slalom gate, a 
counter on screen is incremented by one. 
This means that you can compete on 
downhill alone, trying to stay on course, 
with the best time winning. 

Fifteen seconds here is a reasonably fast 
time, if you can do it without putting a 
ski-tip off course. Or you can do a proper 
slalom run and try to avoid missing a gate, 
with the best time winning again. 

Each time you hit one of the gates in 
passing, there is an audible ‘thwack’. Ifyou 
get really good at it, you can try for a silent 
run, skiing sweetly between each gate 
without the slightest sound. It is as 
addictive a game as many a Star Wars 
special. And with the great downhill 
season starting on telly, for those of you 
who aren’t going off to the real Alps, this 
should be a good, cheap substitute. 


CRAWLER 


Computer: 16 or 48k Spectrum 
Supplier: Computer Rentals 
Price: £4.95 


When any computer buff, nota member of 

Computer Rentals, sees a program on a 
shelf which has a snake on the front and is 
called Crawler, he will instantly think; 
‘Centipede! It’s a game of Centipede!’ but 
this particular cassette isnot... 

If the madhouse ever needs more 
nutters, Computer Rentals could make a 
fortune from Crawler alone! It is an 
extremely infuriating and highly addictive 
game. 

The instructions tell us that we are not 
the Space Invader-esque laser-base in the 
traditional Centipede but in fact the snake 
itself! This snake’s sole aim in life is to 
gobble the delicious blue bugs. Simple? No 
way! This is where the instructions reveal 
the other Centipede feature it boasts. You 
are in a field of three-colour, four 
character-square mushrooms, which you 
must dodge, still being careful not to hit the 
side of the playing area. 

Now, for the final shock! You control 
Crawler with just two keys, which rotate 


Another highly addictive game; also ‘extremely infuriating’ 


you clockwise or widdershins! (As in 
Asteroids, except that you are ‘thrusting’ 
all the time.) 

- Just to make matters worse, you are 
continually growing longer and longer, 
increasing yout length every time you eat a 
bug! And if you bite yourself. . . 

Crawler has nine skill levels of which one 
is the slowest and nine the fastest. The top 
level is very fast indeed! 

Hang on one minute and five seconds 
while I LOAD Crawler will you? 

OnLOADing, I was disappointed to see 
that Bytes; A to E (the machine code) had 
no pretty SCREENS to hide them. 
Boo-hoo! 

When it has LOADed, we see the word 
‘CRAWLER’ being drawn in various 
colours, smoothly, quickly and in joined- 
up-letters. : 

Also, credentials and copyrights loom 
menacingly out of the screen at you, with 
the immortal words ‘Press any key to 
continue’ at the bottom. 

When you eventually decide you’ve seen 
the machine write ‘CRAWLER’ enough 
times and consent to do asit says, yousee a 
little chart showing the highest scores on 
each level. You then select a skill level. 
You are then thrust into the game. 

The graphics are very smooth and 
well-thought-out. One quibble about the 
information window, at the top of the 
screen. Your lives are shown by (initially) 
three Crawler heads. If you are killed with 
one head remaining it is game over. In 
other words the number of lives displayed 
at the top is not how many lives you have in 
reserve but how many you have altogether. 

It took me a few games before I worked 
out how keys 1 and 0 control Crawler but 
it’s quite easy when you get used to it. I 
think that with four control keys, the game 
would be too easy. 

Final thoughts: Crawler is a simple, 
addictive game combining elements of 
Pac-Man, Asteroids and Centipede. A few 
improvements and Computer Rentals 
could be onto a winner. Quite polished 
graphics too and very fast and smooth on 
the highest skill level. The bugs are only 
about as intelligent as Spectrum Pac-Man 
ghosts, which is about right when you’ve 
got two control keys and poisoned 
mushrooms to dodge as well. 

It’s a game in which it is-as difficult to 
score as to stay alive (and the scoring 
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THE DAN DIAMOND. TRILOGY. 


My name is Diamond, 


Dan Diamond,. 

and this is my story. A Steeg 
of beautiful mermaids, — =: 
bored robots ‘and dank, dark 
dungeons; A story that | 
started one muggy day ¢ 

in New York, and like | 

the Big Apple, it’s os 
rotten. to the core. 


The ‘Dan Diamond 
Trilogy is three 
separate adventure _ 
games. Each game 
may be played on its 
own, but clues may 
be foundinthe ..' .* 
earlier adventures . 
which may help .- 
later on. Each —. v3 
game comes with — : om 
a lavishly illustrated : 
20-page case file, and 
hints (both helpful and 1 Pee ile arm 
misleading) which. .  ~ Ain Men eee see BP il 
have been hidden in tes : tee 
the illustrations.::. ‘’ | 

. Part I. Franklin’s : Part II. Lost in \ Part III. Fishy 

~., fomb, in which our _ Space, in which \* / Business, in which 
4X ars y, hero receives a—— = =. our hero finds yp our hero lands ona 
SS h .mysterious plea ws himself stranded ¢ watery planet, 
(])- ‘for help which | ona derelict ne gi discovers the 
\ leads him toa spacecraft, doomed ; source of the plea 

a - hidden tomb and . \. to travel endlessly ' for help and saves 

the mystery of the through space, or 

stargate. find a way out. 
All three programs cost £9.95 each and are available 
for the DRAGON 32, BBC MODEL B and 48k ORIC-1 
microcomputers. (note: Fishy Business for the BBC 

and ORIC will be available February 1984). 


Cheques or postal orders payable to: 


alamander 


= ae ae BE” lier 


1'? Norfolk Road, Brighton, East Sussex, BN1 3AA. 
Look out for Dan Diamond’s next Adventure Series “Franklin in Wonderland” Available Spring 1984 
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Arcade games 


system I still can’t work out!). 
I think I can safely say that the only bugs 
are blue user-defined ones! T.S. 


LIGHTCYCLE 


Computer: 16/48k Oric 

Supplier: PSS 

Price: £5.95 

Light Cycle takes its name — and the blurb 
on the cassette inlay — from the Walt 
Disney movie Tron. In reality, though, itis 
merely a souped-up version of that old 
computer game favourite Snake. 


sie 


Light Cycleis ‘good valuefor money’ 


Once loaded, the program allows you to 
set the volume from silent to ear-splitting 
—a nice touch, and necessary on the Oric 
— and you are asked whether you want a 
one or two-player game. Selecting the solo 
option puts you in opposition to the 
computer, which turns out to be no mean 
player. You are then asked to set the speed 
from one (slow) to nine (fast) and the game 
begins. 

The aim is to manoeuvre your cycle, 
which leaves a solid trail, around the 
playing grid, avoiding the dotted trail left 
by your opponent and trying to manipulate 
your cycle in such a way as to force your 
opponent to cross your trail, hit the grid 
walls, or double back so that his own trail is 
crossed. There are also randomly placed 
blobs— in keeping with the Tron scenario, 
these are called ‘Rom towers’— which also 
prove fatal when hit. Points are scored on 
the basis of how long play continues before 
one of the players crashes, and there’s an 
on-screen timer to let you know how you 
are doing. There is also a ‘boost button’ for 
each player giving you a sudden burst of 
acceleration — vital for getting our of tight 
corners. It’s the type of game for which 
joysticks would be useful, but the layout of 


control keys is good enough for all but the 
quickest reactions. 

The graphics, though simple, are cer- 
tainly adequate and the colour and sound 
are effective. There’s space for nine names 
in the ‘Light Cycle Heroes’ display, though 
at the higher levels I found that the 
computer tended to fill these with monoto- 
nous regularity. 

I haven’t been too impressed with Oric 
gams up until now, but Light Cycle, though 
simple in concept, certainly proved to be 
addictive and goodvalueformoney. S.M. 


ZORGONS 
REVENGE 


Computer: 48k Oric 
Supplier: IJK Software 
Price: £8.50 
An earlier example of IJK software for the 
Oric, Xenon-1, soon gained a reputation 
among Oric owners as one of the few good 
arcade-style games for this machine. This 
was, apparently, just the first in a series, 
and Zorgons Revenge (IJK shows a 
cavalier disdain for the use of apostrophes) 
is the follow-up. 

There’s the usual guff on the cassette 


case (this time you have been commis- 


sioned to rescue the beautiful Princess 
Roz, whoisheld captive in a Zorgon castle. 
To do this you must capture four magic 
stones, and you need a separate mission for 
each one). Failure to complete a mission 
means you must choose between trying it 


again or going on to a different one. The _ 


missions are numbered randomly, so you 
do not know which is which until you play. 
Each , successfully completed mission 
awards you one magic stone — you must 
put these in the right place in front of the 
castle where Roz is incarcerated. 

In effect, this gives you"five arcade 
games for the price of one, as each mission 
and the rescue attempt is a mini-game all 
on its own. 

Inthe Spider Mission, you swing across a 
chasm on a rope, avoiding the spider and 
the missiles which are falling towards you, 
then take a lift to the top level, where you 
must hit a flashing switch. This allows the 
stone to materialise, but also releases a 
monster and reverses the direction of the 
lift. You must get back down to the bottom 
level before you can grab the stone. 

The Space Mission puts you in control of 


Five arcade games for the price of one 


aspacecraft (nice graphics as this appears): 
you must destroy the enemy ships while 
dodging missiles and a strange indestructi- 
ble cube. Wipe out enough of the enemy 
and a freighter will appear — zap this and 
you'll get your stone. 

Then there’s the Bird Mission. This has 
you scurrying across the bottom of the 
screen in pursuit of a bird that dives and 
swoops while missiles rain down from 
above. Time your leap just right and you 
can grabits tail, whereupon you are carried 
to the next level. Here you must cross a 
bridge and hitch another ride to get up to 
the stone. 

The last of the four missions has you 
battling the four-headed, venom-breathed 
Quadnog. The objectis to get close enough 
to reflect its white venom (but not too close 
or you are destroyed, as indeed you are if 
the red venom gets you). Then you jump 
on a lift to the next level, avoiding laser 
beams, where you must hit a flashing 
switch before getting in the lift again to go 
to the top level. Once there, you engage 
the second Quadnog, the destruction of 
which gives you the stone. 

As each stone is collected, it is used to 
bridge the chasm surrounding the castle. 
To do this, you once again dash about 
dodging missiles before timing your leap 
just right. Do this four times and you can 
get into the castle. What happens then I 
have noidea— I managed to get quite good 
on the other three levels but the Quadnog 
got me every time. 

This game certainly is the best arcade- 
style effort I have yet seen on the Oric. The 
graphics are superb — at the beginning 
there is even a movie-style list of credits to 
introduce Princess Roz and the little man 
the player controls. The whole thing is 
certainly complex enough to hold the 
player’s interest: the format means that 
even if you master one or two segments of 
the program you will still have to grapple 
with the remainder, and it will take plenty 
of effort before the whole thing is 
mastered. Author Chris Sinclair deserves 
praise — and, just as an afterthought, I was 
impressed with the ease with which the 
game loaded, even though the cassette 
contained ‘fast’ versions only. 

PCWwouldlike to thank Pilot Software, 
Rathbone Place, London W1, who pro- 
vided both Oric games reviewed here at 
very short notice. S.M. 
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, Jong ago fe 
in are Italian, rgeaurant far away... | 


—trusty, fae Bla aS 


From your local dealer 
or direct from Arcadia Software | 
7 days deliv or in stock items. 


Woecuwawecacanws 
Please send me one PASTA BLASTA 
Ihave enclosed cheque/P.O., for £5.50 inclusive. 


@ 
Bt 
a 
a 
la 
ae so 
___ Signed 
cc gar ie 


UVR 


seca ae ahteeee SA8 422 
Excellent dealer discounts available 


Arcadia Software, 4, Sunningdale Avenue, Swansea, SA3 SHP 


sci. 7 aati Uae aaa 


Adventure games 


What makes a good adventure game? Tony Hetherington outlines 
the necessary features that a strong program should possess and 


The exact history of adventure games is 
clouded in mystery. Some say that the first 
dragon-bashing trip was taken by a bored 
computer programmer while he should 
have been working. 

Adventure games, no doubt, would 
have remained an activity for those who 
worked late had it not been for the 
incredible popularity of the game 
Dungeons and Dragons (D&D). That, 
coupled with the advent of low cost micros, 
soon caused thousands of dragons to be 
bashed, robbed and generally given a hard 
time. 

It’s worth examining what D&D is and 
what it offers its players since it may 
explain why it is so successful and perhaps 
provide some hints to adventure game 
authors. 

D&D is a role-playing game in which 
one player, the gamesmaster (GM) creates 
a world of magic, monsters and treasure 
that the other players explore. The 
exploring players play the roles of charac- 
ters whose qualities are defined by throws 
of a dice. They tell the GM what their 
characters are going to do and say. As the 
players progress through his world the GM 
describes all the rooms, objects and 
monsters that they meet. The adventures 
they can play are only limited by the 
imagination of the GM and skill of the 
players. If the game is to be a success then 
the GM will need to plan his world 
carefully, for a poor world makes a poor 
game. 


Limitations 


The problem with creating a D&D-type 
adventure on a computer is the machine’s 
memory size which severely limits the 
world that can be created. The players of 
D&D will no doubt speak the same 
language and therefore will have very few 
problems communicating with each other 
while a computer will only understand the 
limited vocabulary it is given. 

However despite the drawbacks, with a 


reviews some of the many games available to tax your wits. 


little thought it is possible to create an 
adventure game which is both challenging 
and fun to play without the need for more 
than one player. 

So what makes a good computer adven- 
ture game? 


Realism 


To be entertaining an adventure must be 
above all believable, even realistic, and a 
lack of logic can damage a game. 

Take for example Pharoah’s Tomb by 
Phipps Associates in which you have just 
found the entrance of an ancient tomb. 
You walk cautiously down the corridor 
fearing that acurse will be put on you. Then 
you remember the wondrous treasures to 
be found. Having searched through a few 
rooms youbumpinto . . .ablock ofice! In 
a tomb in the middle of the desert that has 
been there for thousands of years is it likely 
that you’re going to stumble upon a block 
of ice? But wait, there is more to come, for 
just down the corridor is a room full of 
snow, a fire that has burned for all these 
years and even a brick room. 

What next? A fibre glass sphinx? 

Clearly something is wrong which is a 
shame. If the writer of the game haddonea 
little research he would have discovered 
just how devious the Egyptians actually 
were and used that in his game. 

In a credible adventure, creatures living 
in caverns and caves must be provided with 
the means to survive. For instance there 
should be ample sources of food and drink 
with sufficient exits to the outside world. 
Different types of monsters will have their 
own ways of looking after themselves. A 
dragon will be happy almost anywhere but 
its neighbours will need some protection. 
Small creatures such as orcs or goblins will 
form tribal groups with sentries, food- 
collecting parties and sleeping quarters. 

The type of treasure and the problems 
you encounter finding it should depend on 
the type of dungeon. If the dungeon was 
built to protect some powerful wizard’s 


goodies then there will be tricks and traps 
and even the wizard himself with which to 
contend. The treasure trove although large 
will be difficult to find. However, if the 
dungeon is populated by wandering mons- 
ters who have decided to set up home 
because ofa plentiful food supply (a village 
nearby) then the monsters will be posses- 
sive of their ill-gotten gains. 

Don’t be misled by the idea that the 
more locations an adventure has the better 
it is. If there is no constant theme running 
throughout then these many isolated 
rooms will soon become tedious. 


Text v graphics 


Another misleading argument is the 
‘text versus graphics’ issue which sadly 
misses the point. It doesn’t matter which 
method is used to present the game as long 
as a complete description of a location is 
given. If graphics are used then they should 
help and enhance the game rather than 
hinder it with slow and boring drawings. 
Also graphics should only be used when 
necessary since it is irritating to have to 
wait for a drawing of an empty beach to be 
painfully etched. 

It is ashame to underestimate the power 
of text: Tolkien, for instance, created the 
whole magnificent fantasy world of the 
Lord of the Rings with the aid of only a few 
illustrations. In fact at least some text is 
always required as it’s difficult with 
graphics to evoke the total atmosphere of a 
place, particularly the smells — and, 
believe me, orcs smell. 

To illustrate the difference a good 
description can make consider the follow- 
ing from Abersoft’s Adventure One. 

“You are at one end of a vast hall 
stretching forward out of sight to the west. 
There are openings to either side. Nearbya 
wide stone staircase leads downward. The 
hall is filled with wisps of white mist 
swaying to and fro almost asifalive. A cold 
wind blows up the staircase. There is a 
passage at the top of a dome behind you. . 


.” Compare it with Artic’s Inca Curse: “I 
am in the armary (sic).” I know which I 
prefer. 

I don’t like descriptions of monsters. I 
have my own idea about what an ogre looks 
like and am quite disappointed if someone 
else’s description differs from mine. 

Of far more importance to the success of 
a game than the ‘text versus graphics’ 
argument is the way the player and the 
program communicate with each other. 


Vocabulary 


Most adventures have a vocabulary of 
English words which the computer knows 
and understands. But few games actually 
tell you which words or phrases are know to 
the machine. I don’t quite see the point of 
this since it merely obstructs the players 
and therefore damages the atmosphere of 
the game. If a game has to rely on 
vocabulary-exploration to delay the play- 
ers and so create a challenge then it’s 
probably a poor game and not worth 
playing. 

Another infuriating fault which again is 
common is a text description which uses 
words that are not in the machine’s 
vocabulary. A typical example of this is 
when a description reads: ‘Iam ona beach 
by astone hut.’ So you dutifully type in the 
command: ‘Enter hut’, only to be told that 
the program doesn’t understand the word 
‘hut’. 

Inthe example just given the description 
reads ‘Iam’ rather than ‘you are’ because it 
was taken from a game which uses a 
technique known as a ‘puppet’. Puppets 
were invented to cater for players who 
couldn’t bring themselves to believe they 
were in an adventure but were happy 
thinking they were giving instructions to a 
fictional nameless friend. 

Such an attitude indicates a problem not 
with the player but with the game since 
obviously the player has not been encour- 
aged to believe in the game enough to play 
it. This is probably due to the inclusion of 
too many improbable situations or perhaps 
toomany large dragonsin rooms with small 
entrances. Therefore I am deeply suspi- 
cious of any game using a puppet and I 
suggest you should be too. 

Besides, incorporating a puppet only 
introduces confusion. Whois this nameless 
friend? Why does he do everything you tell 
him to? And how on earth are you talking 
to him anyway? Quite frankly, if you can 
believe in a puppet you can believe in 
anything. 

An alternative method of interaction 


between the player and program to English 
phrases is numbered or lettered options, in 
which alist of actions available toa playeris 
listed for each location entered. For 
example: ‘Enter 1 to go north, 2 to talk to 
the Hobbit or 3 to attack the Hobbit.’ 
You then key the number to enter the 
selection you want, which is easier than 
typing in lengthy phrases but restricts the 
options available and therefore the game 
itself. 
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Adventure games 


The ideal system is a comprehensive 
English vocabulary with the option of 
single-key entry of particular phrases. For 
example, shifted ‘p’ would produce ‘pick 
up the’ on the screen. 


The Reviews 


There is an incredible number of adven- 
ture games currently on the market with 
new ones appearing almost every week. So 
to help you choose between them I will 
distinguish some categories into which 
they fall. 

Basically, adventures can either be fixed 
stories or they can have a more flexible 
format. Fixed adventures tell a story as a 
player solves the puzzles or problems. 
Since the story has only limited room for 
deviation the adventure can be quite 
complex, populated with interesting char- 
acters and perhaps even some side plots. 

Conversely the flexible adventures are 
the ‘different everytime’ type and are 
generally simpler. An example of this 
would be a murder mystery where the 
murder is committed by a different person 
each time. Although this places restric- 
tions on detailed interaction with the 
suspects it does mean the game can be 
rewardingly played more than once. 

The problems themselves are either the 
‘kill the monster to get the treasure’ type or 
of the ‘you’ve got to solve this to get any 
further’ variety. The latter are usually 
harder to solve and you will spend many 
hours staring at the same screen descrip- 
tion until you finally crack the problem. 
Alternatively you could make notes so you 
could puzzle over it when you are away 
from the computer, for instance on the way 
to or at work, but be warned — finally 
reaching a solution usually causes a noisy 
outburst which could seriously damage 
your promotion prospects! 

Be wary of adventures which contain 
problems that are little more than time- 
wasting exercises. These are about as 
intellectually stimulating as watching the 
grass grow and as much fun. They usually 
take the following form: You need a gun 
but it’s locked in a cupboard in the sheriff’s 
office: to openit youneed an axe which you 
find in the stables, but first it. needs 
sharpening, etc, etc, until every room has 
been visited at least twice. 

These inane problems are often the 
symptom of the third group of games— the 
‘sausage machine adventure’. Like a 
sausage machine, whatever scenario is 
placed in the top the same adventure is 
produced and packaged. 

The final grouping is the big prize type 
where the sender of the first correct 
solution wins a large amount of real money 
or some valuable object. Although the 
prize would be very useful it is often a cover 
for a poor and boring game. 

Before you can make any judgement on 
the relative merits of an adventure game 
you must establish a yardstick against 
which the others can be measured. For this 
I chose The Hobbit by Melborne House. 


The game captures the spirit of the book 


THE HOBBIT 


Computer: 48k Spectrum and others 
Supplier: Melborne House 


’ Price: £14.95 


The Hobbit took four people eighteen 
months to complete and it shows. It is 
based on the book of the same name by JR 
R Tolkien which it claims to follow closely, 
but it differs in two major ways. In the 
novel, Bilbo, the character you play in the 
game, is led through the adventure by a 
company of 14 dwarfs. However in the 
game 13 of the dwarfs are obviously 
otherwise engaged leaving you to take the 
leading role with only the chief dwarf as a 
companion. Having said that the game is 
well written and certainly captures the 
spirit of the book. 

Central to the success of The Hobbit is 
‘animaction’ — the ability of each of the 
characters that you will meet to decide 
their own actions and reactions. This 
feature caused some problems when the 
game was tested since before they could 
test the reactions of a creature they had to 
actually find it. It may also cause you 
difficulties, for if you ask something of a 
character in the game and the character 
doesn’t want to do it then simply it won't. 
Tact and diplomacy are crucial or the 
population of Middle Earth will dismiss 
you as a harmless idiot and ignore you. 
You'll miss out on the help you’ll most 
certainly need. 

The care and attention that has gone into 
the game is obvious. 

For instance the excellent graphic pic- 
tures illustrating locations displayed the 
first time you enter a location, and then 
only again if requested. The graphics are 
supplemented by competent textual de- 
scriptions which avoid any of the computer 


Excellent graphics to illustrate locations 


vocabulary problems I have mentioned as 
you are given a full list of available words. 

The Hobbit was originally only available 
for the 48k Spectrum but soon owners of 
other machines will be able to enjoy this 
superb game. 

As a contrast to The Hobbit, Phipps 
Associates’ Pharoah’s Tomb which I have 
already mentioned isn’t up to the same 
standard as The Hobbit but is less than a 
third of the price. So basically you get what 
you pay for. 


HELL’S TEMPLE 


Computer: 48k Oric 

Supplier: Kenema Associates 

Price: £7.80 

Hell’s Temple is an adventure with 76 
different monsters spread throughout the 
numerous levels of the Temple. The 
atmosphere depends on these monsters. 
Each monster has its own strengths and 
abilities although no descriptions of them 
are given. Infact the Temple seems to want 
to keep its secrets very badly, for all you 
‘see’ is a 3-D line drawing of the corridors 
you are in with room descriptions limited 
to their contents. 

The best feature of the game is that it 
actually possesses a combat system and 
gives you a blow-by-blow account of your 
battles. When you enter into combat witha 
monster you can choose to fight either 
hand-to-hand (or claw) or use some of your 
valuable magic spells. If the fight goes 
badly you can always try to run away. 

The screen display features a table of 
your present strength, the number of spells 
left, gold pieces gained and the level at 
which you are currently playing. Be 
warned though, the Temple contains traps 
which can dump you to a lower level before 


Limited pictures and descriptions 


Adventure games 


you are ready, where you will surely die. 
But then I suppose that’s the general idea. 


SNOWBALL 


Computer: Various 

Supplies: Level 9 Computing 

Price: £9.90 

Snowball is the latest adventure from 
Level 9 and is available on an impressive 
number of machines: the BBC, Commod- 
ore 64, 48k Spectrum, Lynx, Nascom, Oric 
and Atari, in fact any machine which has 
the 32k required to hold this impressive 
textual adventure. 

Level 9 has developed its own adventure 
language which it calls ‘a-code’ and is 
basically machine code with some adv- 
anced text compression techniques. It can 
produce adventures with over 7000 loca- 
tions. 

Snowball is definitely of the puzzle- 
solving variety so be prepared for many 
hours of screen-staring. The problems only 
seem to have one solution and I will say 
little more except that everything men- 
tioned in the comprehensive descriptions 
has a purpose, unlike many adventures. If 
you get really stuck you are provided witha 
‘hint card’ which you cansend off to Level 9 
foraclue. You are told youcan only use the 
card once, so save it until all else fails. 

Snowball is accompanied by an instruc- 
tion booklet, which provides sufficient 
background information to make the game 
believable as well as a potted history of the 
character you are playing. Your mission is 
to save the space ship Snowball before it 
collides with the sun. Just before you get 
hooked you should know that Snowball is 
only the first of a trilogy of ‘Silicon Dream’ 
adventures so even if you save the ship your 
problems are far from over. 


FEASIBILITY 
EXPERIMENT 


Computer: BBC Micro, 48k Spectrum 
Supplier: Digital Fantasia 

Price: £9.95 

Feasibility Experiment is one of a series of 
mysterious adventures. The attractive 
packaging instils a confidence which unfor- 
tunately is soon betrayed. On the reverse 
of the cover picture is a descriptive blurb 
which describes a race of ethereal beings 
who are ‘immeasurably superior in intel- 
lect to ourselves’. So superior are they that 
they’ve forgotten how to reproduce them- 
selves, which I suppose is a little tricky 
anyway if you haven’t got a body. To 
combat their demise they can draw energy 
from great heroes. After using Alexander 
the Great for a while they are looking for a 
hero of their own, and have devised a test 
for prospective candidates. Having de- 
scribed all this in great detail Digital 
Fantasia then expect us to believe that ‘as 
you raise yourself up and try to make sense 
of your surroundings you have no way of 
knowing that you are the subject of a 
Feasibility Experiment’. This destroys the 


Scania? SHALL 2 OO Now 7 
Piel SHALL PDO NOW? 
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INPUT. ROUT 


Lacklustre Feasibility Experiment 


whole atmosphere of the game since this is 
exactly what they’ve just been telling you! 

To add insult to injury the game itself 
uses a puppet with an annoying ‘What shall 
I do’ prompt and to make things worse any 
input is added after this prompt, causing it 
to wrap around the screen making it 
difficult to read. These input commands 
are entered into the lower 15 lines of the 
display leaving the rest of the screen for | 
lacklustre descriptions such as: ‘I’m in a 
grassy plain. Things I can see — rocks.’ 

Itis however a most persistent game, for 
even if you have refused the option to play 
again after finishing a game it will display 
the ‘What shallI do now’ message until you 
agree to play again. 


DEADLINE 


Computer: Atari, Apple, CBM64. 
Supplier: Infocom 

Price: £40.36 
If you’ve ever wanted to know how to 
present and package an adventure game 
then look no further than Deadline. 

In Deadline you play a detective called 
in by a colleague who couldn’t fathom the 
mystery of a body found in a room that has 
been locked from the inside. To help youin 
your investigation you are given a substan- 
tial amount of information in a dossier 
pack including laboratory and coroner’s 
reports, transcripts of the original inter- 
views, a photograph of the body andevena 
sample of the pills found by the body, ina 
little plastic bag. 

A booklet called ‘Guidelines to the use 
of computers in criminal investigation’ (ie 
rules) tells you the options open to you. 
You can search and examine the victim’s 
country house and its contents, question 
the suspects, and use the services of the 
local police laboratory for analysis and 
fingerprints of objects you find. But all 
these actions take time (usually a minute) 
and you have a deadline of twelve hours. 
By then you should have made an arrest, 
which ends the game after giving areport of 
the trial fought on the evidence you 
gathered. The jury’s verdict is given along 
with your superior’s comments. 

Remember, if you arrested the wrong 
man there are always those pills! 

Deadline, along with the other excellent 
Infocom games such as the Zork series is a 
little expensive but worth it. 
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% Once you've gotto 
grips with the Rock 
‘n’ Roll game, flip- 
over and get your 
teeth into Dracula. 


New K-tel Doublesiders are great fun 
and great value which ever way round 
you look at them. 

For only £6.95 you don’t just get one 
top quality computer game, you get two. 

When you've finished playing one 
side simply flip it over (just like a music 
cassette) and move off ona second totally 
different, equally gripping game. 

Take your choice. Already there 
are five Doublesiders to choose 


3 fed \ > It’s Only Rock ’n’ Roll Can you become a superstar? A 
> f ie Rock ’n’ Roll idol...Or are you just another has been? 

: You've got a lot of energy, a bit of money and a great 

future. But can you stay the course, stand the 

heartbreaking disappointments, fraud, scandal, even 

arrest? Can you capture the hearts and wallets of the public 

and become a Rock'n’ Roll idol? 


Tomb Of Dracula Darkness is falling...The vampires are 
hungry...You can’t go back...Your only chance of survival 


etiusienee i tsaaeeeSRSIRS SST sec ace : lies ahead. 
’ The walls are cold and clammy. With each step you 


remember the horrors ahead; ghouls, zombies and pits of 
choking slime. In your hand you have but seven silver stakes 
with which to defend yourself...Dare you face the ultimate 
evil...and win. 


from — three suitable for the ZX 
Spectrum and two for the Commodore 
Vic 20 — and there are more to come. 
So hurry to the shops now and see for 
yourself how K-tel Doublesiders really 
do give you twice the fun with two on one. 
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Twice the fun with two on one. 


I Doric Computer Services 


Present 


FOR THE 
48K SPECTRUM 


AN AMAZING NEW 
ADVENTURE GAME 
WITH ANIMATED 
GRAPHICS 
FEATURING:- 


@ Acompletely new cave layout, 
monster position and event 
sequence generated for every 
game. 


© A time limit of 5 ‘days’ on 
every adventure. 


e Continuously displayed high 
resolution graphics and text. 


@ All monsters, articles and 
locations depicted to a level of 
detail that pushes SPECTRUM 
graphics to the limit. 


“The closest yet to a true 
animated graphic adventure... 
..excellent value for money.” 
POPULAR COMPUTING WEEKLY. 
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Dossier on the crime to be solved in Deadline 


FRANKLIN’S 
TOMB 


Computer: 
Supplier: Salamander Software 
Price: £9.95 


Franklin’s Tomb is the first of a trilogy of 
adventures starring a private eye named 
Dan Diamond. This, suppose, means that 
you are a Diamond looking for adventure 
rather than an adventurer looking for 
diamonds.The game is supplied on cas- 
sette along with a 20 page ‘case file’ 
and is packaged attractively in a video 
cassette style box. 

The case file sets the scene, contains 
loading instructions and a series of draw- 
ings of some of the locations that you, as 
Dan, will enter. 

The scene-setting blurb is sprinkled with 
humour that would be more at home in a 
‘Carry On’ film and contains such classics 
as ‘You got alight, Mac? Iasked’ ‘No, but I 
got a dark brown overcoat’. The loading 
instructions are well written and even offer 
some good advice, for example, if you 
should get stuck you shouldn’t be afraid to 
do something stupid. Having realised what 
they’ve just told you, they then add the 
proviso that you shouldn’t do stupid things 
all the time. 

The game loads in nicely and features 
intelligently used messages to keep you 
informed that things are still going well and 
even gives a short rendition of the Pink 
Panther theme. Once loaded, the program 
starts and you’re on your own. 

Franklin’s Tomb uses a fixed format 
display consisting of three display win- 


dows. These are a text description, an 
inventory of objects held by Dan and a 
command input window. The descriptions 
are limited although some are sup- 
plemented by drawings in the case file. 


Program listing of ‘Wizard’s Tower’ 


1 CLEAR 

2 ccs 

3 BEEP 5.5 

4 PRINT "The poke commands used in this 


Unfortunately there isn’t a drawing for 
each location nor is there any prompt on 
the screen to direct you to an existing one. 
They do however help and are of comic 
book quality. 

To be frank about Franklin’s Tomb it is 
quite an enjoyable game but I have yet to 
complete it and therefore yet to confirm 
my theory that the pictures in the case file 
actually give the game away. 


DEATH 
SATELLITE 


Computer: 


_ Supplier: A&F Software 


Price: £6.80 


If you are thinking about writing your own 
adventure game and would like a few tips 
then take a good look at this game because 
it is a classic example of how not to write 
one. Itisso badit should be retitled: ‘Bored 
to death satellite’. 

The game is about as challenging as 
catching a bus and looks as though it was 
written by a five-year-old and as such it 
resorts to silly ways to obstruct your 
progress. 

Once loaded the game does not auto- 
start but presents you with an uninspiring 
display and the first of the appalling text 
descriptions. The actual descriptions are of 
the same standard as the introduction 
which tells you that your Time Capsule has 
run out of fuel and has made an emergency 
landing on the satellite. Your mission is to 


Program to scroll the screen disp 


lay may produce some curiousaffects On some versions of the SPECTRUM. * 


5 PRINT 


Q seraglil,.* 


6& PRINT PRINT ‘These pokes were included despite these problems since 
they are such an easy way to Produce a dynamic display, * 
7 PRINT PRINT "This problem will only affect a few of you and of course thi 
s warning can be omitted From the. code, * 
8 PRINT PRINT ‘press any key to continue,” 
99 PAUSE 9 
1@@ GO TO 7aeG 
“1608 PRINT PRINT PAUSE pP@: PRINT "You are in a room with brick walls , a 
strange luminous yellow rocf..,%: PRINT "There is a way,. 


stane floor , and «a 
i8@i FOR n=i TG 6 

19@2 IF CODE (m$irno.))<9? THEN 
L883 NEXT n 

1G@4 PRINT * * 

i8G85 PAUSE i198 

1679 GO TO 168G+ (rcodex1G@) 

1198 REM & 


ii@5 PRINT "A net Falls From the ceiling 


es an arrow at you, * 


PRINT "They may produce errors such 
° rectify this Simply remove thesepokes and answer Y whenever 


PRINT r@injg3*-"3 


as Subscript out of range, T 
promted For 


and snares you, @ dwarf appears and Far 


21196 IF x=@ THEN GO TO 11268 

1iiG@ IF de PRINT "The dwarf Fires another arrow": PRINT 

Lilie GG SU 

i1is GO TO 

1128 GG SU 

4425 G6 TO LIZG+(SGRaction) 

1140 PRINT “You try and break Free,.,*: RINT 

1141 IF (RND*¥2@G)<str THEN GO TO 1158 

1142 PRINT "You Fail te escape From the net,? 

i143 GO TS 1116 

115@ PRINT “You succeed in breaking free," 
1151 IF dwFr=1 THEN PRINT "The dwarf Fires one last arroe cher Tees away® | 
2152 GO TO m | 
1i6@ PRINT *¥ou kill the dwarf with G@ Flash of iightenins == T LET dur=6 


1141 GO TO 4118 
iis@ PRIN 


me 


"You burn the net and are Free,’ 
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Adventure games 


find more fuel and escape. That’s all there 
is to the instructions and the game. I solved 
itin ten minutes flat, and that included time 
to fume at the lack of information given on 
the screen. There are no hints as to which 
way you can go from each location, not 
even a simple ‘Exits N, E’ display. 

Even worse than the text displays is the 
way in which this program uses the Oric’s 
colour and sound. Colour is only used to 
highlight lettering in supposedly relevant 
places on the screen; for example, the 
phrase ‘it is too dark for you to see’ is 
printed in dark blue ona black background 
and therefore is almost unreadable. The 
sound, possibly the Oric’s best feature, is 
relegated to irritating keyboard clicks, 
which on reflection sum up this game 
perfectly. 


Franklin’s Tomb — an enjoyable game 


And finally . . . Dungeons and Dragons is 
a registered trademark of TSR Hobbies 
and is available in most good games shop. 
If you enjoy adventure games then I 
recommend that you try it. 

Many thanks to Pilot Software Ltd for 
the loan of numerous games while resear- 
ching this article. 


WIZARD’S 
TOWER 


Some of the adventure games I played 
while writing this article were written by 
13-year-olds; so there’s no reason why 
you can’t write one yourself. Wizard’s 
Tower, which follows, is a game that I 
have written which you might like to 
play. 

As there are many books on the subject 
of writing computer games, including one 
by myself, Ill only explain the use of 
variables and a few salient points in the 
listing and give some suggestions for 
improving the game. 

Wizard’s Tower is probably unlike any 
adventure game that you have played 
before, because you play a monster. Nota 
dragon or an ore or any of the other 
standard monsters but one no person has 
seen the likes of before. In this game the 
monster seeks revenge on a wizard in a 
tower. 

Youstart with 50 points which you spend 
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L181 PRINT IF dwf=i THEN PRINT "You 1lcGo0k round and notice the dwarf has 96 
ne," 
Li8S LET dwr=3 
1163°60 TO w 
127GG PRINT "You hear a Whoosh of air as ten arrows are fired at you From the 
walls, 5 
NT <{RND#9) +i) 
7* arrows hit you 
n* THEN LET con=con-n 
THEN GO 76 8568 
1287 GO TO 
13GG@ PRINT "AS you reach the centre of the room , you feel the Ficor give way 
and you Fal] ante aq pit...* 
43Q1 PELSE 68: PRINT PRINT “There are spikes at the bottom of the pit which a 
ig deeply into you, * 
1362 LET N=INT ({RNDR9) +2) 
1303 LEY canscen-n 
i3@4 IF s$¢S)=*n" THEN LET coneton-—-n 
1395 IF cont=9 THEN GO TO 85868 
13G4 GO SUB 348a 
1367 PRINT PRINT "You crawl out of the pit licking your wounds," 
izge GO TO m 
i46@@ PRINT *AsS you look round the room the Floor retreats leavang you surr 
ounded by channels Full of Oil Which Suddenly leap into Flames,...* 
i4@i FAUSE F@: PRINT PRINT “A dwarF appears and Fires an arrow over the wal 
15 of Fire at you,* 
i4@2 GO 5UB 8266 
2482 GO SUB 8739 
14@4 IF x=G@ THEN GO TO 1426 
i14@5 PRINT IF dwf=G@ THEN PRINT “Another arrow is fired at you," 
i496 GO TO 1492 
14626 GO TO 1626+ (action#Z&) 
i448 IF s$(4)="y" THEN G6 TO 1458 
1441 PRINT PRINT “AS you enter the Flames a searing Pain tears into you 
1442 LET can=con-INT ( (RND#9) +13 
1443 IF cont¢=@ THEN GO TO 5566 
1444 PRINT PRINT *.,but then the Flames die down 
1449 GO TO 14685 
PRINT PRINT "AS you walk through the Flame it dies down’ 
IF dwWr=1 THEN PRINT ‘The dwarf has one more shot at you then vanishes, * 
T dwfrst 
GO SUB 8889 
GO TO Mm 
IF 5$(2) “ THEN Gi 14G3 
PRINT PRINT “You Fi lightening bolt which slays the dwarf": LET dwFf= 
GO TO 1483 
a PRINT PRINT “AS you glide effortlessly over the Flames they die down as 
room returns ¢€G narmal* 
PRINT IF dwF=1 THEN PRINT “The dwarf Flees For his life,": LET dwf=@ 
2.60 To m 
G@ LET Pizi: GO TO Mm 
G PRINT PRINT "This room has mirrored wallis...* 
5 LET pa=i: GO TO m 
@ LET amno=INT ({RND#22) +1}: IF amnosrno THEN GO TO 1760 
LSEET Poet: ) SUB 8806: GG TO m 
@ LET P4=l: GO To om 
3G PRINT PRINT "A Cloud of blue smoke blinds youas you hear @ dull rumblings 
noise..." 
i9Gi PAUSE 4G: PRINT PRINT "AS the smoke clears you Feel thewalls touch you as 
they begin tocrush you..,* 
2 SUB a7 
» 
as the room to normal 
*There’s a blinding Flash oF 


you are on an 


“f dwarf ap 


FRINT “The 


28946 


Go 


Go TO 


*You walk 


2933 
through the 


PRINT 


"YOu walk unharmed 
5@: PRINT 


PRINT "AS you 


“Suddenly... ": 
Pit seeming 


TEN 


dwarf 


through 
reach 


isla 


Fires 


the 
che 


minutes, 


Pain 


bank 


ores an ar at you 

another arrow at you,,," 
sears through you as the ac 
Fool 

the room reverts back to fn 
PRINT “The Floor gives way a 
FOR n=i TG 20: POKE 23692,2 


to create your monster and set the levels of 
your main physical abilities. 
STRENGTH is your ability to damage 
people and is used in combat. 
DESTRUCTIVE ability is a measure of 
your skill at smashing through walls 
instead of using the doors. 
CONSTITUTION is the most important 
of these characteristics and measures your 
state of health. 

When something or someone hits you it 
falls. If it reaches zero you are dead. 
* Youcanalso use your points to buy some 
of the following special abilities. 
Flying — cost 5pts. 
The power to fire lightning bolts — cost 
Spts. 
Breathe fire — cost 5pts. 
Fire resistance — cost 2pts. 
Acid resistance — cost 2pts. 
Poison resistance — cost 2pts. 
Amphibious — cost 5pts. 
Fearsomeness (you are so grotesque that 
youstrike fearinto your opponents) — cost 
5pts. 

An example monster could have the 
following characteristics: 
Strength: 10 
Destructive ability: 8 
Constitution: 20 
Special abilities — flying, fire breathing, 
_ | fire resistance and poison resistance. 

When you have selected your monster 
you are ready to begin a quest for revenge. 
A wizard has destroyed your home and 
stolen your favourite amulet, and you want 
it back. Being a brave and clever monster 
you cautiously wait until the wizard is 
elsewhere before you approach and enter 
his tower. As you go into the tower the 
human smells appal you as does the hot, 
dry atmosphere. You hear a noise as a bat 
flys off to warn its master. You haven’t 
much time before the wizard returns but, 
beware, the tower has been built to keep 
out intruders. 

Wizard’s Tower uses a system of single 
key commands — each of the 16 possible 
commands are entered by pressing a key. 

command 

go north 

go south 

go east 

go west 

go up 

go down 

as above but to go via the walls. 
search a room 

(and also wreck the room) 
attack 

fire a lightning bolt 
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To start the program enter RUN. 

The program has been written on the 48k 
Spectrum and would need adapting to fit 
other machines. This should be fairly easy 
but to help you program notes are given 
here. You should only read these if you 
have to, as they may spoil the game. 

Major areas of concern in conversions 
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GO 


IF 
PRINT 


emptying the 
e306 
2362 
2384 


LET read 
PRINT 
LET dstr 


PRINT 
PRINT 


ae 


won en in on ¢ 
1a far 


Oo oP 


69 
IF 
PRINT 
Go 7 
PRINT 
PAULUS 
PRINT 
loys y 
GO TO ¢ 
PRINT 


To 


eset 


25968 


S GO 
IF fd=i 
PRINT 
Go TO 


“There i5 G loud crash as the 


a Um With water 

= THEN GO TO 2256 
INT CRND#5% 

78 

HEN @& 

PRINT 


= cracked o 
room e 
B=15: RINT PAUSE i986 
PRINT ‘You hear a scream at Ga barbarian 
=INT (RND¥iG) +5 


(RNG#iBi 


TF Str+¢(RND¥1G) }=dstr+(RNDei 


strike mim, 7, * 


PRINT "You 


"Vou have slayéed 


‘You feel Force 


that a 


FRINT "You have failed 


HEN 


attacking" 


S nothing worth * 
5 time to mess 


fou haven't got 


re TS 27597 
G 0 2578 

Gu Make pretty patterns aera 
"You have just done a very sil 
The lightening bolt reflects 


make pretty patterns wath 
» 70 2 


th 


@ 


6 
tr 


bd 


worth picking up" 


wor 


PRINT PRI You Find nothing 
PAUSE PG: F iJ "but you do cau 
GO TO 3985 
PRINT PRINT "Under a chest yo 
PAUSE P@: PRINT “the amulet* 
LET Fd=i 
re GO TO 2398 
s LET 3 
z If 3 60 TG 2396 
3 PRIN? *suddeniy...” 
3 PAUSE PRINT "There is a bli 
= PAUSE PRINT *There is @ dea 
3G26 PAUSE PRINT “The Wizard has 
3928 PAUSE PRINT ‘He Laughs and 
3E3G Go TS 
8G@G PRINT POKE 
690i IF INKEY Bei 
a@iG@ IF INKEY#=""* Bai 
BQisS LET if=INKEYS 
a FOR n=i TO 186 
3 IF i#=c¢in,i} HEN G6 TO 8645 
8 NEXT n 
3 PRINT Knew what you ar 


THEN PRI 
»Peade+iy} 


OD fie Ae 


se havoc,, 


‘UIE ot ai» Prin 
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Fening ni 
returi 
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22692 


e trying 


NT "You 


2a 


PRINT up the amulet,.,* 
*but you have still ta escaPp 
ger ye 
GO TO 2988 
IF rno=amno THEN GO TO 2658 


rest 
* 


ean’ 
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ly 


do that,*: 


wall 


IF RNO#iGsS 
rushes at ¥ 


THEN 


breal 
Break 


is holding 


about 


the 


sealed 


and 
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THEN GO TG 2586 


60°10 2408 


the barbarian,” 


che door 


throughs GOL Tt. 


Likes ass 


and Waste 


Sait ays 


iat 


2306 


FF the mirrored walls 


Fire but waste 


wa 


time, * 


are the POKE commands which make a 
smooth scrolling display and the GOTO 
variable or GOTO formula statements. 

You should play the game before 
reading on. 


Program notes 


Central to the running of the program are 
two tables that are held as string arrays m$ 
and a$. 

M$ has an entry for each room that has 
the format 123456RC. The numbers cor- 
respond to the six possible directions of 
movement. These fields can contain a ‘z’ if 
it is impossible to go that way, a capital 
letter which is the code for the room you’ve 
just gone to or a small letter which is the 
same as the capitals but you ve used a wall. 

‘R’ is the room code number and is used 
to trigger traps and ‘c’ is the direction in 
which lies the centre of the tower. A$ isa 
table which cross-references the room 
code number with the list of possible 
commands and is used to determine the 
consequences of each command in every 
circumstance. 

Other variables include s$ (y/n for each 
of the special abilities), reode (room code 
number), rno (room number), time (the 
time till the wizard returns), str (your 
strength), des (your destructive ability), 
con (your constitution), dstr, dcon (same 
for attacking barbarians), and dwf (0 or 
1) denoting whether there is a dwarf 
firing arrows at you. 

The program itself should be easy to 
follow and includes the following sub- 
routines: 
line 8000 — input routine. 
line 8100 — movement. 
line 8200 — dwarf attack with arrows. 
line 8500 — death routine. 
line 8700 — delay routine for interactive 
traps where inaction has some effect 
usually something nasty. 
line 8800 — reset so that some traps only 
work once. 
line 9000— setup routine. 


Suggestions for 
improvements 


Wizard’s Tower is a simple, text-only 
adventure game and there are obvious 
areas for improvement. 

There are no room descriptions because 
they wouldn’t mean much to a monster 
‘anyway. These can easily be added and can 
be in text, graphics or both. 

The room codes can be changed to alter 
the order of traps or perhaps add some of 
your own. In fact this could make a good 
two-player game with each player setting a 


Tower for the other. New monster abilities 
can be included as can other more complex 
defenders. 

The main thing is to experiment and to 
have fun. 

When you tire of the Tower try writing a 
sequel as the wizard sends his minions to 
retrieve your amulet. The possibilities are 
endless! 
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5 LET 


y PRINT 


"The centre of the tower is now..." 
THEM PRINT “In this roam, * 
THEN PRINT “tO the “sd$idir) 
ot Sreilaisis SUB B98 


. PRINT PRINT s 


go 


you look back you notice 


hd tet be 
Co ait ek Wao La 


PRINT "You have died in your quest 


2EE- oH 


puatapre l= § 
IF INKEY#i>"* THEN 
IF &}5@G6 THEN LET 
IF INKEY$="* THEN 
LET it=INKEYS 
FOR TO i4 
IF i¢=asin,i) 
NEXT 1 

PRINT "I don’t know what 
LET k=6898: GO TO 8716 


"What 


now 


k=@: 


PRINT 
8718 
RETURN 

LET k=k+i: GO TG 


b71i6 


nei 


THEN GO TO 8755 


your trying 


"Vou cannot do that, ": 


agian, reode+ij="x"* THEN. PRINT 
aektion=VaL (as (an, rcode+1i} 


IF 

(Eat 
LET 
RET 

LET ag(rno) =ag(rno,i Td 
RETURN 

IF rno=t4 THEN G6 
IF ¢#(is="n* THEN 

IF rno=3 THEN GO 

IF rnc=9 THEN GO 


Sit "M* +a (706,83 


TO S92G 
RETURN 
TO 8926 

TO 8928 


& RETURN 
2@ PRINT 
2 PRINT 


PRINT PRINT 
afongratulations you have got 
PRINT “Beware the Wizard holds 


the 


PRINT 


sToP 
PAPER &@: 
PRINT * 
PRINT “Enter attack 
INPUT ser 

PRINT “Enter dastructive ability” 
INPUT des 3 ; 
PRINT “Enter 
INPUT cot 
LET s$="nr 
PRINT “Have you 
"Have you 
"Are you 
"8 


GS sareins 


eonstiturion® 


PRINT "Can you Fly ¢y/n)": INPUT 
lightening bolts (y/n)": INPUT =$: 
Firey breath (¢y/n)*: INPUT 2¢: LET 

Fire resistant Sa ENPUT SSS = 

acid resistant “: INPUT 2% 

poison resistant (Cy/n}*: T 

amphibious 
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MR CHIP SOFTWARE 


SPECTRUM GAMES 


SPECTRUM DARTS (48K) 

Five games of darts for 1-5 players, 501, cricket, killer, 
round the board, noughts and crosses, four levels of play 
per game, take on the computer or friends at these games 
of skill and judgement £5. 
WHE££LER DEALER 

As for the Commodore 64 now available for the 48K 
Spectrum, Texas T1 99/4A and Dragon 


VIC 20 
GAMES AND UTILITIES 


JACKPOT 
This is it, the ultimate Fruit Machine for the VIC with 
nudge, hold and respin 100% machine code. ‘‘Overall 
Jackpot is a beautifully written simulation giving superb 
graphics, animation and use of colour. In fact, this pro- 
gram makes Commodore’s Fruit Machine cartridge look 
Home Computing 
£5.50 


9 


unbelievably cheap and nasty. 
Weekly No. 20 19/7/83 


KWAZY KWAKS 

Accuracy and speed are required for this Shooting Gal- 
lery, superb use of colour and graphics in this new and 
challenging game from the author of Jackpot. 100% 
machine code, joystick or keyboard control : 


PACMANIA 

Choose your own game from the following options — dif- 

ficulty 1-3, speed 1-3, size of maze 1-3, visible or invisible 

maze, still or moving power pills, define your own key 

controls, any combination, if this is your type of game, 

then this is the one for you, for the 3K expand. VIC 
£5.50 


BUGSY (Joystick Only) 

This is a Minefield with a difference as you step on the 
stones whilst collecting purple boxes which give you both 
time and points, they disappear from beneath your feet. 
DO NOT DESPAIR! “BUGSY” will randomly replace 
the stones but avoid bumping into him or its sudden 
death! An original compulsive and challenging game 


MINI-ROULETTE - PONTOON - HI-LOW 

Three great games of chance for the VIC, try to beat the 

computer, hours of fun, full colour, sound effects and 
£5.50 


DATABASE —-create your own files and records on tape 
£7.50 


SUPER BANK MANAGER -A full feature version any 
memory size, but needs 3K expansion 58 Ee 


COMMODORE 64 
GAMES AND UTILITIES 


JACKPOT 64 

At last its here, specially written for the 64, by the author 
of “JACKPOT” the ultimate Fruit Machine program 
for the VIC £5.50 
(available from Ist Nov) 


WESTMINSTER 

A game for up to four players, can you lead the party of 
your choice and win the general election, you tour the 60 
constituencies (seats) buying votes, when you can, (just 
like the real thing), this must be one of the first board 


type games specifically written for the computer. Why 
play on your own, have fun with your family and friends 
playing WESTMINSTER 


RED ALERT: 

A game for 1-4 players, with sound and graphics, make 
money in casinos, commit robbery, hide from the police, 
hire secret agents, (some of whom can be treacherous), 
negotiate for weapons, find and attack the secret rocket 
base to launch the missile, and watch the havoc and 
destruction caused. There’s no turning back from “RED 


(available from Ist Nov) 


WHEELER DEALER 

A game for two to twenty players, become a tycoon of 
the motor trade, you must obtain gearboxes, tyres and 
engines to produce cars for sale. Form syndicates, buy 
and exchange parts, buy dealerships, but be careful, you 
may become bankrupt and have to liquidate, find out 
what you are made of, have you got what it takes to 
become a WH££LER DEALER 


LUNAR RESCUE 

Our new version, avoid the asteroid belt, to rescue the 
stranded scientists, then fight your way back to the 
mother ship, fast reactions are required to safely land 
and dock your lunar module £5. 


CHIPMON 

Contains a one- or two- pass Assembler, Disassembler 

and Monitor. A programming aid for the development 

of machine code programs and routines on the CBM 64 
£12.50 

PURCHASE LEDGER 

Easy to use, single entry, handles 400 invoices per 

month, Gross/Nett purchases, V.A.T. ................ £14.50 

Disk Version 

(available from Ist Nov) 


SALES LEDGER: As above 
Disk Version 


BANK MANAGER 
As our Super Bank Manager, but for the 64 
Now available on disc with added facilities 


Send Large S.A.E. for FREE colour Brochure including 
RABBIT SOFTWARE at £5.00 each. 


Send Cheques/PO’s to: 


MR CHIP SOFTWARE 
Dept P.C.W., 1 NEVILLE PLACE, 
LLANDUDNO, 
GWYNEDD LL30 3BL. Tel: 0492 49747 


Wanted: High quality software, 
of all types, for export and UK distribution. 
All programs now available on disc please allow £2.50 
extra. 


DEALER ENQUIRIES WELCOME 
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Flight simulations: 


Flightsimulations may be difficult and time-consuming but they 
are also very popular and give you the realistic thrill of flying — 
without the risks. Roger Cowe surveys programs for the Dragon, 
Atariand Spectrum, as wellas anovel space shuttle version for the 
Dragon, in which yourescue astranded satellite. 


JUMBOJET 


Computer: Atari 
Supplier: Thorn EMI 
Price: £25 approx. 


FLIGHT 
SIMULATION 


Computer: 48K Spectrum 
Supplier: Psion 
Price: £7.95 


NIGHTFLIGHT 


Computer: Dragon 32 
Supplier: Salamander Software 
Price: £7.95 


If these games are intended as therapy for 
frustrated pilots they should be a great 
success. They amply demonstrate the 
difficulty, if not impossibility, of flying 
even a single-engined plane with no 
passengers, let alone a jumbo jet with 
hundreds. 


So if you are too short, too thick or too. 


poorly sighted ever to achieve your 
ambition of emulating Biggles or Bader 
behind a real joystick, here’s how to 
convince yourself that it wouldn’t have 
been a good idea in the first place. 

That is not to say these programs are not 
entertaining and challenging — just that 
they should persuade most potential flyers 
that it is a lot safer in the comfort of your 
own home. And in varying degrees, they 
also give an apparently realistic thrill of 
flying, which is presumably what drives 
people to become pilots. 

They are also useful programs for home 
games playing because each run takes 
some time (once you master the art of 
keeping the plane in the air) and, while it is 
inadvisable to leave the room, you don’t 
need to pay undivided attention to the 
screen. Some social interaction is there- 
fore possible, even if it is only: “Go away, 
I’m trying to land the damn thing.’ 


These three programs (and Space Shut- 
tle by Microdeal for the Dragon, which is 
reviewed separately), vary enormously in 
sophistication, Nightflight being the most 
basic. But they are all based on the same 
principles. 
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Jumbo Jet cockpit 


The screen simulates the pilot’s view of 
the instrument panel and cockpit window. 
In Nightflight, of course, the view is 
restricted to a few flashing runway lights on 
take-off and (if you ever make it) landing. 
This is a good way of overcoming the 
problem of providing realistic graphics, 
which neither of the other two programs 
really manages. 

The view out of the cockpit window is 
essentially just a horizon. Flight Simula- 
tion includes a few light patches, supposed- 


ly lakes, amid the dark blue of the ground. 
There are several wavy lines in Jumbo Jet 
which appear to be field borders. Both also 
attempt to depict the edges of runways, but 
it took me some time to realise that’s what 
these strange lines were supposed to 
represent. In Jumbo Jet the ground is at 
least green, even if the runway is too. 
Anyway flight simulation is more impor- 


.tant than view simulation. 


The same basic controls handle the flight 
in each program — a throttle, of course, 
which you can increase or decrease by 
pressing keys; elevators to raise or lower 
the nose; and control of direction through 
the joystick (Jumbo Jet), rudder (Night- 
flight) or both (Flight Simulation). 

One key difference distinguishes Jumbo 
Jet — you use a joystick to simulate the 
plane’s joystick, rather than keys on the 
keyboard as in the other two programs. 
Joystick control is a much more preferable 
system. 

The Jumbo Jet instrument panel is more 
extensive and easier to use than the other 
programs — as befits a jumbo, perhaps. 
All three programs have indicators for 
height, airspeed and vertical speed (the 
speed at which the aircraft is climbing or 
falling), direction of flight, and an artificial 
horizon to indicate the ‘attitude’ of the 
plane. Jumbo Jet also has separate instru- 
ments indicating the position of the 
joystick (up/down in one and right/left in 
another), the attitude of the nose in 
degrees from horizontal, and the degree of 
lateral ‘roll’. Strangely, however, Jumbo 
Jet has no flaps, which might explain why it 
is difficult to reduce speed at the same time 
as losing height, forcing you to try and land 
at dangerously high speeds. 

Both the Spectrum and Dragon games 
have flaps which can be extended or 
retracted in several stages. 

Apart from fuel and power indicators 
and various other warning lights, the other 
instruments are concerned with naviga- 
tion. Indeed navigation seems to have 


been the main preoccupation of the 
designers of these games, rather than 
flying itself. That is particularly true of 
Flight Simulation, which has the most 
complex navigational tools of the three 
programs. 

In each case you must understand the 
principles of the compass — which is not as 
straightforward as it sounds, atleast for the 
uninitiated. It seems fairly obvious that 0° 
is north, 90° is east, 180° is south and 270° is 
west. But when the bearing suddenly 
swings from 80° to 120° it is rather more 
difficult to realise exactly what has hap- 
penedin the split second whichis available. 
With Nightflight, in fact, you only have the 
compass bearing and an indication of the 
distance from the runway to help you 
which is not much use if you are in the 
wrong place. 

Both Jumbo Jet and Flight Simulation, 
on the other hand, have additional naviga- 
tional aids. The most useful of these is a 
map, which in both cases replaces the 
cockpit view when the letter ‘M’ is 
depressed. The map indicates the position 
of the plane relative to the runways. In 
Jumbo Jet it also depicts the flight path so 
far, which helps you determine whether 
the plane is on target for the runway. 

But Flight Simulation provides the most 
help, with several radio beacons which 
help to pinpoint the plane’s position and 
direction. The map in this program is also 
much more realistic than the Jumbo Jet 
map, including illustrations of lakes, as 
well as beacons and runways. And it 
actually looks like a map, while the Jumbo 
Jet map looks like a graph with the airports 
in opposite corners. 


Navigation 


The beacons work like this: the position 
(relative to dead ahead) of the beacon you 
are currently logged on to is shown on one 
of the dials as a sonar-like bleeping dot. To 
head straight for that beacon you turn the 
plane until the dot is straight ahead. 
~ You can change your current beacon 
using the ‘B’ key and you can then turn the 
plane to the new course by centring your 
new beacon sign dead ahead. Apart from 
helping you navigate around the map, this 
also ought to help you line up the plane for 
the runway. The bearing of the runways is 
given, but knowing the bearing is not 
enough for an accurate landing — the 
plane might be flying at the 135° necessary 
for Jumbo Jet, for example, but parallel to 
the runway, rather than in line with it. 
The beacons should help you solve this 
problem by giving you an additional 
marker. If the plane is flying on a bearing 
90° for the main east-west runway in Flight 
Simulation, for example, the beacon 
bearing also needs to be 90° for the runway 
to be straight ahead. If the beacon bearing 
is between 90° and 180° the plane needs to 
turn to the right: ifit is between 0° and 90° it 
needs to turn to the left. If the beacon 
bearing is between 180° and 360° the 


See-saw horizons 


beacon is behind the plane! 

In practice I found lining up on the 
runway the most difficult task of all three 
programs, and even the extra help of the 
beacons in Flight Simulation did not seem 
to make it any easier. But I also discovered 
that in Jumbo Jet at least, it is perfectly 
possible to landthe plane anywhere. Thisis 
the only program in which I managed to 
land without making a hole in the ground 
big enough to bury a Tiger Moth in, so I 
cannot speak for the other two programs: 
but in Jumbo Jet at least, the runways are 
merely decorative. It is possible to take off 
and land your jumbo in what are supposed- 
ly fields not runways, and this rather 
defeats the whole object of the exercise. 
Even so, I had great fun discovering this. 
And of course you need to master the art of 
flying before you can even attempt to land 
properly, in either a field or a runway. 

It is a fairly simple art, once a few basics 
have been grasped. But it doesn’t seem 
very simple, when the ground is coming up 
to meet you at 500 kilometres per hour and 
the plane is vertical from wing to wing, 
rather than the more normal horizontal. 

Taking off is usually relatively simple. It 
is really just a matter of opening the 


throttle and lifting the nose once the speed 
is high enough. However I did have a 
problem with Nightflight. The instructions 
with my version were unfortunately 
printed with a blank against the part which 
said: ‘This key increases your speed.’ It 
took a fair amount of experimentation, 
and a few crashes, before I discovered 
which keys affected the speed! 

Once airborne, you must level the plane 
out and then turn it— or even to do both at 
once for really skilful pilots. This, and 


subsequent flying, is fairly straightforward 


once you grasp the fact that having turned 
to the left, say, it is not enough simply to 
centre the rudder/joystick. It is necessary 
to move it to the right to compensate, and 
only return it to the centre when the plane 
is level again. In other words, if the plane is 
banked to one side, it will remain at that 
angle if the rudder is centred. It needs a 
compensating bank in the other direction 
to level the plane out again. 

So if the plane is flying from east to west 
(bearing 270°) parallel but north of the 
runway, it is necessary to turn first to the 
left until in line with the runway, then to the 
right to level the plane out on that line, and 
to return it to a bearing of 270°. 

That may sound complicated when put 
downin black and white, but itis nothing to 
the difficulty of achieving it in flight! 

The other major aeronautical fact to 
grasp is the relationship between the 
elevators and the throttle. It is rather like 
using the clutch to keep a car stable on a 
hill. Starting from a stable speed and 
altitude, putting the nose down will 
increase the speed and decrease the height, 
and raising the nose will cause the plane to 
gain height and lose some speed. If it loses 
sufficient speed it will stall. Similarly, if it 
dives too steeply it will not be possible to 
pull out — quite apart from the passengers 
being sick all over the place in your Jumbo! 

It should be said that the programs are 
not like automatic pilots. Once you have 
reached stability the plane does not 
necessarily maintain it. It is more a case of 
dynamic stability, rather like riding a bike. 
If you lose concentration for more than a 
moment you find the nose up or down, or 
the plane banking one way or the other, 
just as on a bike you find yourself heading 
swiftly for the ground. 

The exception is Nightflight, whichis the 
simplest program. There are fewer inter- 
relations, so once you are level the plane 
stays level until you change the controls. 
But in the other programs you must 
constantly adjust the plane as it tilts this 
way and that. And if you turn, (realistically 
this also affects the plane’s attitude). the 
elevators must be used to keep it flying 
level. 


Landing 


Once you have mastered the basic skills 
of flying you have one more problem: 
landing. 

As the Spectrum game's instructions 
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say: ‘The most difficult part of flying is the 
approach and landing at an airfield. You 
will have to navigate the plane on to the 
right vector and on to the right course and 
you will have to approach the runway at 
roughly the right glide angle.’ That is quite 
a number of aspects to get right, and it 
leaves out the airspeed and vertical speed, 
as well as little points like remembering to 
put the undercarriage down and the brakes 
on. 

Since landing is the most difficult part of 
the flight (even assuming you manage to 
get to the right place at the right time to 
land on the runway) Flight Simulation has 
one major advantage. It provides an initial 
menu to choose between starting on the 
ground, in the air, or ready to land. With 
Jumbo Jet, on the other hand, once you 
have crashed the plane you must return to 
the beginning and start all over again. This 
is particularly frustrating since the flight 
time from one airport to another is at least 
half an hour, including 10 minutes just 
taxi-ing around the airfield to the take-off 
point. It may be realistic, but the long- 
winded taxi-ing process becomes a little 
tedious once you have learned basic 
take-off and flying rules. 

But you'll find that it isn’t actually 
necessary to taxi along the runway — the 
plane will in fact take off from anywhere. 

Jumbo Jet is also frustrating in other 
ways. As befits a jumbo the plane takes 
some time to react to the controls. This is 
particularly noticeable when compared to 
the small planes simulated by the other 
programs. It means it is tiresome making a 
slow descent as the downwards vertical 
speed may continue increasing (as the 
plane plummets) even when you move the 
joystick to raise the nose. Overcompensa- 
tion is almost inevitable, making the 
passengers even more sick as the plane 
drops and rises again. This is perhaps 
realistic enough, but on .landing the 
opposite effect seems to apply. The 
vertical speed must be below 4 metres per 
second for a safe landing, but it is liable to 
switch from a safe 2mps straight to a 
disastrous S5mps without notice and with- 
out any chance to correct it in time to avoid 
a crash. As may be imagined, that is 
infuriating after a half hour flight. 

I must also report that on a couple of 
occasions my jumbo fell out of the sky for 
no apparent reason. For a beginner it is of 
course difficult to distinguish pilot from 


Lastmoments ina crashed cockpit 


program error. But dark thoughts were 
inevitable — especially since the program 
was reviewed shortly after the Korean 
airliner was shot out of the sky! 

One final curiosity of Jumbo Jet is that, 
once airborne, it seems perfectly possible 


SPACE SHUTTLE 


Space Shuttle is superficially similar to the 
three plane simulators, butis in fact quite a 
different kind of game, and in my view not 
nearly so impressive. 

The screen format is much the same, 
showing an instrument panel and a view 
through the cockpit window. There are 
several more displays on the instrument 
panel than even Jumbo Jet’s complex 
version, but most of them are just readouts 
and do not seem very important. When 
flying, the joystick controls the shuttle’s 
attitude and direction — arrow keys affect 
velocity. But the real difference is that the 
flight is largely automatic, leaving the 
player merely to steer. 

The game has five phases, which should 
make it interesting — but in fact this is 
frustrating since you cannot choose which 
one to play — you must go through each 
one in turn. 

Phase one is Launch, which occurs 
automatically. You must steer the shuttle, 


displayed within a larger ‘map’ which 
forms part of the display. This does not 
seem particularly difficult, but for some 
reason the program never seemed to think 
I had done it correctly so I didn’t score any 
points. 

The same applied to the next phase — 
Park, which is supposed to represent 
manoeuvring a satellite into a ‘parking 
box’, primarily using the joystick. 


using the joystick, into a small window: 


to reduce power completely and still carry 
on flying at more or less the same speed and 
height. If the airlines get hold of the secret 
of unpowered travel we are clearly in for 
much cheaper travel, but I suspect they will 
search in vain. 


For the vicarious astronaut 


I did manage to score (presumably 
meaning I did it properly) in the next 
phase, which consists of actually grabbing 
the satellite with an extended robotic arm 
and bringing it into the shuttle. I am not 
particularly proud of having done this 
correctly, since it seems difficult not to, but 
at least it means I ended the game with 
some points. 

But I also ended in pieces on the desert 
floor after the landing phase, since I did not 
seem to re-enter or land properly. I wish I 
knew why, but the ‘flight manual’ is 
couched in such gnomic language that Iam 
at a loss to understand it. And despite 
carrying out the necessary manoeuvres 
and satisfying all the requirements of the 
last two phases I still crashed, while at the 
impact my altimeter showed me thousands 
of metres/kilometres or miles (the manual 
doesn’t tell me which) in the air. 


rz = = = cae 


- .. there is no 
SHARDS ,. hiding 
software place... 


s : 


The ultimate strategy game for the Dragon 32. Destroy the evil Dragon 
Empire before it conquers the world. For one player (no joystick). Includes 7 
world maps and 8 levels of difficulty. With 100% hi-res. Only £6.95 at Boots 


and all good stockists or send cheque/PO to SHARDS SOFTWARE, 189 
Eton Rd, Ilford, Essex IG1 2UQ. 
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LEARN TO PLAY 
BRIDGE ON YOUR 
HOME COMPUTER 


Enjoy learning to play bridge with Bridgemaster, a 
complete bridge tutor professionally prepared with 
world expert Terence Reese. 

Listen to the commentary as you are coached step by 
step through the game. While you listen you will 
learn and play bridge. Bridgemaster contains 
commentary and computer tapes and a useful 
reference book — everything you need to learn bridge. 


“Bridgemaster really does bring the game alive for the 
beginner...’ Soft. 


“A really professional program... 100% value for 


money.’’ Home Computing Weekly. 


For the Sinclair ZX Spectrum 16/48K, Commodore 64, 
BBC B and Electron — £24.95 


Sinclair ZX81 1K/16K — £19.95 


BRIDGE 
‘|MASTER 


Available from Boots, WH Smith and computer 
stores or direct from Bridgemaster, Freepost, 


DEPT WM1, PO BOX 163, SLOUGH SL2 3YY. 


Prices include VAT, post and packing. Remittances payable to Bridgemaster. 
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Strategy games Ha 


Tony Harrington becomes a galactic businessman, a benevolent 
dictator onanisland of fisher people and aswashbuckling English 
seadog. . . withoutleaving his frontroom. Allheneedsis a 
Dragon, Intellivision and Spectrum. 


There are a growing number of simulation 
games on the market. Nearly every 
machine has at least a couple written for it. 
You know the kind of thing. You are either 
an emperor with an empire to administer; a 
businessman with a fortune to invest or a 
company or airline torun, orelsea pirate, a 
space trader, the head of a mountaineering 
expedition, or whatever. 

There is too much variety about for us to 
hope to do more than give one or two 
examples. But they should suffice to give 
you some idea of what you’d be letting 
yourself in for in getting such a game. 


SPACE 
MONOPOLY 


Computer: Dragon 

Supplier: Microdeal 

Price: £8 

Format: cassette, no joystick 

Space Monopoly bears only the faintest 
resemblance to the old fashioned board 
game. Instead of buying properties, you 
buy shares in companies which you try to 
buildup. But let’s take it one step ata time. 

When it’s first loaded, you would be 
justified in thinking that someone put the 
wrong tape in the cassette. You are treated 
to an endless display of converging jagged 
lines being randomly filled with blue and 
white. It took me a few moments of 
mindless waiting to realise that the display 
would go on forever if I didn’t do 
something, though what exactly should be 
done was not clear. 

Hitting the space bar seemed to be the 
right thing. It stopped the video display 
and brought the legend ‘Space Monopoly’ 
onto the screen. How many players would 
there be, itwanted toknow. Thisis a player 
versus player game, not a game where you 
play against the computer. The computer 
simply does all the calculations and 
generates the game. 

I opted for a two-player game. Once I’d 


given the players names, the program drew 
al12 x 9 grid of empty squares, with several 
red stars scattered about. Then it arbitrari- 
ly chose five squares in the grid as possible 
moves for the first player. The squares are 
alternately filled with blue and white, and 
one of the squares has a diamondsign in the 
middle. 

With each move you create a new 
shipping lane (for lane, read company) or 
extend an old one if you choose a square 
next to one that has already been turned 
into a star lane. You select one of the five 
squares by moving the diamond on to the 
square you want, using the space bar to 
move the diamond and the ‘M’ key when 
it’s on the right square. 

Once you’ve moved, the screen clears 
and you can buy stocks in a new company 
(if you’ve just created one by your move) 
or one of the existing companies. Any 
move next to a lane already in existence is 
automatically added to that lane. If you 
make a move which links two previously 
unconnected lanes, the two companies 
which own those lanes merge. The larger 
company (that is, the one with more 
squares under its control) takes over the 
smaller. 

Each merger has implications for your 
share values. The stock of the surviving 
company is increased according to the 
number of squares and stars brought to it 
by the victim company. Each square 
occupied next to a planet adds $500 per 
share to the company owning that lane. 

After each move the computer adds 5% 
‘dividend’ payments to your cash in hand 
— the 5% being based on the market value 
of the shares that you hold. This and 
mergers are your only source of cash. So 
you must play cannily if you want to be able 
to buy up the galaxy. 

All this probably sounds more trouble 
than it’s worth. I found it an exceedingly 
complicated game. But then most simula- 
tion games are, and this is a business 
simulation game with space trappings. 


Space Monopoly — a business simulation game with space trappings 


When it’s your turn to play, you can 
create an unattached outpost, away from 
any star or any existing lane if there are five 
or fewer lanes in operation. What it does if 
there are already six I never did find out. 
Alternatively, you can add to an existing 
shipping lane. 

The computer decides on a random basis 
whose turn it is to move. I’m sure the game 
is full of deep strategy. It must be, it has so 
many rules. But to really fathom this game 
you must putin afew hours hard training. If 
you liked Monopoly it might be worth 
making the effort. You could find that you 
love Space Monopoly. 


UTOPIA 


Computer: Mattel Intellivision 

Supplier: Mattel 

Price: £19.95 

Format: cartridge 

This game combines decision-making with 
good animated graphics. You are the head 
of anisland state, with a treasury full of 100 
gold bars and not a house or a factory built 
or a crop planted. 

There are two islands, but you can play a 
one-player game if you wish. You get 
points by keeping your people happy. 
When they are happy, and living condi- 
tions are good, they prosper and multiply, 
making it harder to keep them all happy 
and increasing the strain on the treasury. 

You can choose how many rounds you 
want to play, and how many seconds each 
round should last. At the end of each 
round, evenif you do nothing at all, you get 
10 gold bars added to your treasury. It 
makes sense, when you are just starting, to 
go for a number of short rounds rather than 
one massive round. 

There are certain ground rules to the 
game. You must build one housing project 
or buy one fishing boat or one acre of crops 
per500 people. Youstart with a population 
of 1000. 

The Intellivision games set-up makes 
use of overlay cards over a not-too-touch- 
sensitive keyboard. The Utopia overlays 
list the nine different kinds of investment 
you may make. Houses cost you 60 bars, 
fishing boats 35, crops three, and so on. 
Since you only have 100 bars to start with, 
creating a happy, well-fed, well-schooled 
population is a long-term job. 

Aside from the 10 bars you get each 
round, your only real revenue earner is the 
fishing boat. Schools of fish appear around 
your island from time to time, and you can 
move the boat over the fish. This scores 
one gold bar for every second the boatstays 
over the fish. 
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Utopia: ‘the game demands a lot of careful screen watching’ 


You also need to keep an eye on the 
weather. Hurricanes form in the top left 
hand corner of the screen and devastate 
much of your work. They also sink your 
fishing boat ifit gets caught in their path. If 
you turn out to be a rotten administrator 
and the well-being of your people deterio- 
rates, rebels may spring up on your island. 
Like hurricanes, rebels destroy everything 
in their path. 


Strategy games 
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TOTALS 


As if that was not enough, pirate boats 
appear from time to time and attempt to 
sink your fishing boat. You must also 
contend with rain clouds and the odd 
tropical storm. 

If you exhaust your treasury with big 
spending plans, it can bea long slow haul to 
build up enough for the next project. 

The game demands a lot of careful 
screen-watching. The one player version is 


not very exciting, but the two-player: 
version, where you compete against each 

other-for points is more fun. Here you can 

spend some of your bars hiring rebel troops 

to make your opponent’s life difficult for 

him. If you ever wondered what kind of 
ruler you’d make and whether you have the 

necessary economic ability to plan ahead 

for the needs of your people, this is your 

chance to find out. 


PLUNDER 


Computer: 48k Spectrum 

Supplier: Cases Computer Simulations 
Price: £6 

The year is 1587. Queen Elizabeth I is on 
the English throne and the relationship 
between Spain and England is somewhat 
strained, to say the least. King Philip is 
preparing his Armada and, to finance it, 
the Spaniards are ferrying gold and jewels 
back to Europe from their colonies in the 
New World. 

As captain of a British galleon, you have 
been commissioned by Elizabeth to stop 
the Spaniards. You are, in fact, a licensed 
pirate, free to sail where you will, grabbing 
as much of the Spanish gold as you can. If 
you can’t actually get your hands on the 
gold youcan atleast sink the ship carryingit 
and prevent Spain making use of it. 

If you succeed in your task you will be 
rewarded with a knighthood and your 
hated rival Francis Drake will become your 
cook — failure will result in your humilia- 
tion and Drake will go on to become 
England’s hero. 

After loading the game, an on screen 
menu offers a choice of nine games— three 
difficulty levels for each of three game 
lengths. At the simplest level — a 60-turn 
game at level one — you must stop 35,000 
gold pieces reaching Spain. To win a long 
game of 140 turns at level three you must 
reach a target of 145,000 gold pieces. 

Once you have selected your game and 
perused the instructions, you are faced 
with a chart of the Atlantic Ocean which 
shows the position of your ship and the 
location of various ports. The display gives 
a mass of vital information, including the 
number of turns elapsed, the number of 
gold pieces you have on board and the 
number of gold pieces you have stopped, 
the state of the weather, how many 
victories and defeats your ship has sus- 


34 PCW GAMES SPECIAL 


tained, the number of operational cannon, 
the size of your crew, an indication of the 
state of repair of your vessel, and the 
number of men, guns and ‘damage points’ 
lost in the most recent attack. 

At the start of the game your ship isin the 
English Channel. Movement is controlled 
by the numeric keys and you are free to 
travel anywhere on the map in search of 
Spanish vessels. The weather plays a major 
role in your search — you are more likely to 


Fun on the high seas 


spot a Spaniard in calm or mild weather, 
and your ship will probably be damaged if 
you linger too long in stormy areas. 

Once the lookout has spotted an enemy 
shop you are told its type and you then 
make the decision to attack of retreat, 
based on the relative strengths of the 
enemy and your ship. 

If you decide to engage the enemy, you 
must choose between firing and boarding. 
Your choice depends on the type of ship 
you are attacking — it is suicide to try to 
board a troopship, as the number of men 
aboard will undoubtedly be able to repel 
your smaller attacking force. In generalitis 
advisable to ‘soften up’ the enemy with a 
few rounds of cannon fire before attemp- 
ting to board, but if you do this you run the 
risk of sinking the enemy outright and 
losing the gold. If this happens, the gold is 


still credited to your target figure but you 
will obviously not be able to use it. 

The battle itself is depicted graphically 
— you see the plumes of seawater shooting 
up as cannonballs land around the target 
when the option to fire is chosen, and 
selecting the boarding option gives a view 
of your ship closing in on its prey. At the 
end of each turn you are given a report of 
the damage suffered by the enemy and you 
then decide whether to continue with the 
attack or disengage. 

After a few battles your ship will 
inevitably be damaged and you will have 
lost a number of men, so you should make 
for the nearest port for a refit. To do this, 
you simply move onto one of the squares 
marked in red on the map. The map then 
disappears, to be replaced with a view of 
the harbour entrance which is obstructed 
by a number of ships (the higher the skill 
level the more ships there are). You must 
then manoeuvre your way past these to the 
dock, using the left and right cursor keys. 

Once you have docked at the port, you 
may use some of your captured gold to buy 
new guns (up to a maximum of 30), and to 
hire new crew members (no more than 400 
are allowed). You may also take the 
opportunity to do a bit of trading. 

As you roam the seas you will meet other 
hazards — strange white mists may 
suddenly descend and these may provide 
cover for lurking enemy warships. Aban- 
doned ships and uncharted islands may 
also bring disaster, or reward. 

Strategy games like this are absolutely 
ideal fodder for computeristion, and this is 
one of the most enjoyable games I have 
played for a long time. 

My only quarrel is that the game ends 
automatically if you collide with a ship 
while trying to enter harbour. It is 
particularly galling to lose the game in this 
fashion when you may be within a whisker 


_ of reaching your target. 
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5 Sir Thomas Street 

Liverpool, Merseyside L1 6BW 

Dealer Enquiries Contact: 

olin Stokes on 051-236 8100 (20 lines) 


_| | WOBODYS GETTING THEIR 
ON MY JEWEL! 


Death lurkedunder 
every wave 


Lee 


ATAR/ 400/800 
WITH FER 


Wharté worse 


SPINNING SILENTLY 
IN SPACE 
FOUND! 


To . . .Beyond Competition House, Farndon Road, 
Market Harborough, Leicestershire LE1I9 9NR 


! enclose a Postal Order/Cheque payable to 
Beyond, or charge my credit card. 


Card Number 
Access/Visa (Delete as necessary) 


Please send me... Qty Total Price 
Title 

UP PERISCOPE £6.95 

GOODNESS GRACIOUS £6.95 

SS ACHILLES (DISC) £19.95 
SPACE STATION ZEBRA £6.95 


BEYOND HOTLINE 
0858 34567 


Name 


Address 


Post cade 


GRAND TOTAL 


Signature PCW1 


all prices include p&p Please rush me details of the Enter the Beyond Sottware Club, E | 


EXPLORE 
NEW FRONTIERS OF FUN 
WITH 


From vintage classics like“AMOK” and“ALIEN BLITZ” to the latest classics like 
“KAKTUS” and “MOTOR MANIA”. 
From Machine Code Arcade Action through Graphical Adventure to Mind 
Bending Board Games - WE’VE GOT THELOT! 


THE BIGGEST RANGE EVER FOR VIC 20 and 64 - NOW ALSO DRAGON AND SPECTRUM 
WRITE OR PHONE FOR FREE COLOUR CATALOGUE! 


AUDIOGENIC, P.O. BOX 88, READING, BEF S. (0734) 586334 is 
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Home computer programs for the Dragon, Spectrumand BBC 
Micro performed well againstsome of the best micro chess 
computers at the latest PCW Show. Tony Harrington reports. 


The great chess player Bobby Fisher once 
said, in the days before he absconded from 
the world championship scene, that chess 
is life. That is a little over-the-top for most 
of us. But chess is one of the nicest ways of 
getting through a few idle hours. 

The major problem for most people, 
whatever their playing strength, is finding 
someone else to play against. At least, this 
used to be the major problem. Now that 
home computers are becoming as common 
as household TV sets, that little difficulty is 
a thing of the past. In the last year a good 
selection of reasonable chess programs for 
a variety of home computers have arrived 
on the shop shelves. 

Aclear sign of how much these programs 
have improved is the fact that this year’s 
European Microcomputer Chess Tourna- 
ment, held at the Barbican in London as 
part of the PCW Show, had a home 
computer category for the first time. 

Only three different machines were 
represented at the tournament, namely the 
BBC Micro, the Dragon and the Spec- 
trum. But several of the amateurs ran their 
entries on other home computers (which 
promises well for the future). The Tandy 
Radio Shack, the Apple and even the 
Sirius were there, along with a couple of 
Nascom machines. And nearly all the 
leading brands of home computer have one 
or more chess programs which can be 
played on them. 

Overall, the home computer entries 
performed very well and either matched up 
to the dedicated chess computers or gave 
them a good run for their money. The 
significance of this year’s tournament is 
that now we have four commercially 
available home computer programs that 
have stood the test of a nine-round Swiss 
tournament. They have competed against 
some of the best micro chess computers 
around and their results are there for all to 


see. 
The four commercially available prog- 

rams, in the order of their final placings, 

together with their scores are: 

White Knight Mk 11 — BBC Publications: 


White to play 


joint fourth 5+/9 

Cyrus IS Chess — Intelligent Software: 
joint sixth 5/9 

Spectrum Chess II — Artic Computing: 
ninth 4+/9 

Cyrus Dragon — Intelligent Software/ 
Dragon Data: 12th 2/9 

There were 14 entries in all. For a full 
account of the tournament, see the Micro 
Chess column (PCW, December ’83). 

There was one other entry in the home 
computer section, that was Cyrus 2.5, 
running ona Sirius witha Z80 card. But this 
program is not commercially available in 
this form. It was simply an amended 
version of Intelligent Software’s Chess 
2001 — a dedicated chess machine which 
finished in second place. Cyrus 2.5 did 
extremely well, coming joint fourth with 
White Knight. 

The fact that only half a point separates 
fourth from sixth place and sixth from 
ninth place tells a lot about how closely 
fought the competition was. You can see 
for yourself in the game section, what the 
standard was like. The one obviously 
disappointing result was from the Cyrus 
Dragon. But if you have a Dragon, don’t 
despair. Its results do not mean that it plays 
a lousy game of chess. 


Cyrus Dragon 


The Cyrus Dragon program, which was 
virtually the same one as that which won 


the 1981 PCW tournament, lost a number 
of games because it couldn’t manage its 
time. The tournament was played with a 
single time control, 50 moves in 150 
minutes, but Cyrus Dragon, unlike most 
other home programs, has no internal 
chess clock. 

As David Levy of Intelligent Software 
explained, the whole program has been 
squeezed into 8k, and that simply leaves no 
room for a clock. The architecture of the 
Dragon’s processor is not exactly ideal, 
either, for computer chess. 

Even so, the program has a number of 
compensating features. 

For astart, the Dragon plays a very good 
game of lightning chess (at level three). It 
also has a well-drawn, full-screen graphics 
board. Ergonomically this compares very 
well with both Spectrum Chess II and 
Cyrus IS Chess, which have rather tiny 
boards and pieces that are not very easy to 
see. 

Another major advantage, tor my 
money, is that it is a cartridge-based 
program, not a cassette. I have a personal 
black spot where cassettes are concerned. 
And even although both Cyrus IS Chess 
and Spectrum Chess II load easily and 
quickly, the cassette format must be 
considered a slight drawback. 

Having said this, Sir Clive has, of course, 
now brought out his cartridge program 
interface for the Spectrum, and already 
Sinclair Research are offering a cartridge 
chess program — which I believe is Cyrus, 
though this still has to be confirmed. 

To play against most of the home 
computer programs, you don’t have to 
know algebraic chess notation (though if 
you have any interest in chess it is worth 
taking a moment to master — remember, 
the bottom row on white’s side of the board 
is numbered from left to right, al toh1; the 
second row is a2 to h2, and on to black’s 
major pieces on a8 to h8). Cyrus Dragon, 
in common with most chess programs, has 
a flashing cursor on white’s queen’s rook 
square which you move about using the 
arrow keys. 


To move a piece you move the cursor to 
the square occupied by the piece you want 
tomove, then you press ENTER, move the 
cursor to the square you want to move to, 
and press ENTER again. It is a cumber- 
some way of getting about the board, but 
once you get some experience at it, it 
moves quickly enough. Cyrus Dragon 
doesn’t let you just type in e2e4, which I 
would infinitely prefer, but there you go. 

Because it uses the whole screen for the 
graphics board, Cyrus Dragon reserves a 
second screen for messages. You toggle 
back and forth between the two by pressing 
the space bar. This second screen displays 
the last five moves played by either side 
and it shows you all the commands you 
have at your disposal at any given time 
(before, during or after a game). 

The fact that it displays only five moves 
transgresses one of the recommendations I 
make in the list of desirable features for 
home computers (see panel). But you can’t 
have everything in 8k. Otherwise, Cyrus 
Dragon has most of the features you would 
expect. Itcan solve problems up to mate in 
six, though you might grow old waiting if 
the positions are particularly complicated. 


White Knight 


Martin Bryant’s program, White Knight 
Mk 11, had a whole Micro Chess column 
devoted to it a few months back in PCW. It 
was pleasant to see it performing so well at 
the tournament. As sold by BBC Soft it is 
cassette-based and comes with a good- 
sized, 12-page manual. 

It had fine wins against the Mephisto 
Experimental and Merlin X, one of the 
stronger amateur entries and lost only to 
Advance 3, the overall tournament win- 
ner, and the Novag Constellation (a 
dedicated chess machine). 

Besides being a reasonably strong prog- 
ram, it has a number of very fine features. 
You can set the colour board and pieces 
you want, since youcan get at the top VDU 
19 statements on line 20 of the program. It 
has a decent chess clock built in which will 
record the time taken so far -for each 
player. Andif you’re feeling flash, you can 
even play the equivalent of blindfold chess, 
looking at a blank board (with the machine 
keeping track of the game, of course). 

Unlike Cyrus Dragon, this program has 


Joint 4th in PCW Tournament 


Chess 


important features 
: onchessprograms 

@ Legal moves: It should be able to make all the legal moves, including pawn 
takes pawn en passant. And it should recognise the 50-move rule and draws by 
repetition of position. Ideally, it should also be able to resign once it discoversa _ 
forced mate against itself. _ 
@ Playing options: Player versus player with the computer as referee; player 
plays black or white against computer; computer playsitself. Youshouldbe able 
to switch between these different play modes whenever you like. 
@ Skill levels: Here there is a direct trade off between the time the computer. 
takes to think and the strength with which it plays. There is a basic conflict of 
interest here between different categories of player. The beginner will probably 
want a fast response which is not so strong that the novice player has nochance of 
winning. The experienced player, on the other hand, wants the fastest possible 
response from the machine combined with maximum strength. 

The current state of the art is still not quite satisfactory from an experienced 
club player's point of view. A program like White Knight or Cyrus 1S Chess can’t 
teally provide tough opposition until you get to the highest skill levels (and not 
even then, for strong club players). And these highest levels are slow enough to 
test the patience of a saint. As a rough guide, any program you are 
contemplating should be able to give you at least an interesting game on level 
three, at roughly five to 10 seconds a move. 
@ Problem Solving: The highest skill levels are usually also called the. 
problem-solving levels —— where the machine will keep thinking until it finds the 
mate in two, or mate in four or whatever. 

@ Setting up new positions: This is really part and parcel of problem-solving. 
You should be able to set up whatever position you want quickly and easily. This 
feature is a great way of getting the machine to analyse any position you like, 
including any adjournments that you might have. You can’t get your money 
back, if it doesn’t spot a trap or two, but at least it should help you to check out 
some of your own ideas. 

@ Book openings: Chess programs differ widely in the number of book 
openings with which they come equipped. If you are interested in checking up 
on your machine’s favourite lines, make it play itself on the lowest skill level. By 
starting a new game every 10 or 15 moves, you will soon get a sense of its little 


secrets. 
@ Take-back and replay: The take back facility is useful for both the beginner 


_and the strong player. The former will need to salvage a blunder or two, while 


the latter might want to give the computer a second chance after a particularly 
poor move! ' 

The take-back and position set-up facilities are handy for looking at various 
opening possibilities as well. Most computer programs have a very limited range 
of standard openings, and you can force the computer out of its familiar opening 


-line by taking back its last move and starting it off on a variation you’d prefer to 


see it play. 

The replay facility should, ideally, allow you to replay the entire game at any 
point. One of the best replay facilities 1 know of is on the dedicated chess 
computer, SciSys Mk V, which allows you to specify the length of the interval 
between each move on a replay so you don’t need to watch an entire game 
replayed at three seconds a move. 

Toget the flavour of an opening, it’snice to be able to have an animated replay 
on the screen at about one second a move. But to study the implications at a 
particular point, you might want to change the speed of thereplay to four or even 
40 seconds. Unfortunately, none of the home computer programs I knowof give 
you the chance to set the speed of the replay. 

@ Saving a position: Another boon of computer chess. Be sure to check 
whether or not the machine simply records the existing position or whether it 
stores the moves to that point. 

@ Hints: Most programs have a hint command, which will tell you what the 
computer thinks your best move is at any point. 

@ Locking-ahead: Some programs show you in ‘real time’ on the screen the 
moves the computer is currently considering, together with anticipated replies. 
@ Score-sheet: The program should display, in algebraic notation, all the 
moves made so far in the game. 

@ Position evaluation: A nice additional touch, but not exactly crucial, is an 
ability to display the program’s current estimation of the position (ie whether it 
is more favourable for black or for white). This is usually done in terms of 
fractions of a pawn (on the traditional basis that a queen is worth 10 pawns). 
Figl 
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the facility to play tournament chess, since 
you can program time control information 
into it and it will apportion its thinking time 
accordingly. 


Spectrum Chess Il 


Artic Computing has three different 
programs available for the Spectrum, anda 
couple more for the ZX81. Spectrum 


Chess II drew with White Knight and 


Cyrus 2.5 and beat a couple of the weakest 
programs in the tournament. 

I’ve already mentioned the small display 
board, which I don’t fancy. But this fault is 
shared by its main rival, Intelligent 
Software’s Cyrus IS Chess. One of its 
oddities is that you are asked to choose, 
once the program has loaded, whether you 
want to play a game or analyse a position. 
This doesn’t stop you from changing your 
mind later on, since pressing ‘S’ during a 
game will allow you to reverse your 
decision. 

The ‘manual’, to call it that, is only the 
inside folder in the cassette case. But a big 
plus is that you can save a game to tape or 
print a copy of the board at any time to the 
ZX printer. The program’s playing 
strength is selected by telling it the time, in 
seconds, for the game. 

Artic also offers, as a novelty, aprogram 
called Spectrum Voice Chess. As you 
might expect having the moves ‘spoken’ 
takes up a significant amount of processing 
power which could better be used to find 
decent moves, so Voice Chess is somewhat 
weaker than its stable-mate. But if you like 
novelty, it’s cheap enough to be worth a 
whirl. 

One of the disappointments of the 
tournament was that the peculiarities of 


A variety of board styles on screen — which do you prefer? 


the pairing system prevented a meeting 
between Spectrum Chess and Cyrus IS 
Chess. Not that one game would have been 
enough to decide which was the stronger 
program, but it would have been interest- 
ing. One thing to be said though is that the 
Cyrus program had its moment of glory 
when it beat the Novag Constellation. 

Neither of the two rival programs has a 
built-in chess clock to display the time 
elapsed. But the Cyrus program does have 
the huge advantage of a proper, 22-page 
manual. It has eight skilllevels and the tape 
comes with both a 16k and a 48k version of 
the program. The 48k program has a 
fair-sized openings book. Nearly all the 
features mentioned in the table (Fig 1) are 
available. 

Spectrum owners are spoilt for choice 
when it comes to chess. Both Psion and 
Quicksilva have programs on the market. 
Quicksilva, incidentally, decided not to 
enter the tournament since it reckoned 
thatits program concentrated on providing 
features rather than playing strength. 
Make what you will of that, but remember, 


S 
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Artic’s strongest chess game 


if you are an occasional player or a 
beginner, nearly all the programs available 
will be able to outplay you. 

Oxford Computer Publishing (OCP) 
recently released a program called Chess 
— The Turk, which it claims is a 
state-of-the-art product. The Turk comes 
in a box with its own manual and has a 
built-in chess clock. Interestingly, it makes 
use of this to offer a ‘blitz chess’ feature 
which sounds attractive. OCP are confi- 
dent enough in the product to include a 
special feature which enables you to tell the 
Turk to remove its queen before the start of 
play! 

One could go on andon. Audiogenic has 
reasonable programs available for the 
Vic-20 and the Commodore 64. Atari 
owners can choose between the old Sargon 
program or the Larry Atkin progam, 
Chess. There are chess programs for the 
Oric, Tandy and even for the Mattel 
Intellivision. Whatever your machine, 
someone somewhere has probably written 
a chess program that will run on it. You 
won’t have far to look and it will probably 


Cyrus IS has many good features 


any number of arcade games! 


White: Cyrus Dragon 
Black: White Knight 


Cyrus Dragon didn’t have too great a 
tournament, for the reasons we have 
already mentioned. So the following 
game, against the BBC’s White Knight 
Mk1i1 must be regarded as one of its 
successes. Though to be fair, you have to 
admit that the Beeb really shot itself in the 
foot by pioneering a line in the French in 
which Black tries to strangle himself in 10 
moves. 

Once Black found out how to untie 
himself from knots all of his own making, 
the two programs found some interesting 
combinations. Unfortunately, neither of 
them found a way of exploiting any of the 
other’s weaknesses, and they wound up in 
a bishop versus knight ending that was 
beyond either’s comprehension. The re- 
sulting draw was inevitable and both 
programs’ operators seized the first oppor- 
tunity to agree a draw on behalf of their 
machines. 


1e2-e4e7-e6 
2d2-d4b8-c6 
3b1-¢3 d7-d5 
4f1-b5 g8-e7 
Scl-g5 a8-b8 
6g1-f3h7-h6 
7g5-h4 g7-g5 
8h4-g3 [8-27 
9Sel-g1 c8-d7 
10f1-e1 d5xe4 
11c3xe4e7-f5 
122-c3 a7-a6 
13 b5-d3 f5xg3 
14e4xg3 e8-28 
15al-cl g5-g4 
16f3-d2 d8-h4 
17d2-c4h6-h5 
18 d3-e4 b8-d8 
19 b2-b4 f8-e8 
20c1-b1 f7-£5 
21e4-c2 97-f6 
22 b4-b5 a6xb5 
23 b1xb5 b7-b6 


24a2-a4 c6xd4 
25.3xd4d7xb5 
26a4xb5 d8xd4 
27 dixe2 e8xe7 
28e1-d1 d4xd1+ 
29 e2xd1 g8-h8 
30d1-d2 f6-25 
31d2-d8+ h8-g7 
32.c2xf5 e7-f7 

33 d8-d3 f7xf5 
34 g3xf5+ e6xf5 
35 d3xf5 g5-d8 
36.c4-e3 h4-g5 
37 £5xg5+ d&8xg5 
38 e3-d5 g5-d8. 
39 d5-f4 97-6 

40 f4xh5+ f6-g5 
41 h5-g7 ¢5-f6 
42.97-h5+ f6-g5 
43 hS-g3 g5-f4 
44 93-h5+ f4-g5 
45hS-g7 


Draw by repetition of moves. Half point 
each. 


turn out to be a better buy over time than 


White: Cyrus IS Chess 
Black: Novag Constellation 


This next game occurred in the fifth 
round. Cyrus IS Chess actually beat the 
Novag Constellation in this encounter. 
When you consider that the Constellation 
finished third overall, with six out of nine 


points, it shows that the win wasno mean | 


feat — though the game itself will never be 
remembered as a masterpiece. 

It would have been more convincing a 
win if the Novag had not transgressed the 
time limit. I am not at all sure that Cyrus 
would have found the win by itself. Its last 
half-dozen moves are definitely mindless 
woodpushing. But the program played 
very well to get into this final position, so 
let’s take nothing away from it. The game 
demonstrates that the home computer 
programs are able to give the dedicated 
chess machines a run for their money. 


1d4Nf6 
2c4e6 
3Nc3 Bb4 
4a3 Bxc3+ 
5bxc3 O-O 
6f3 d5 
Tcexd5exd5 
8Qd3 Re8 
9Bf4Nh5 


29 Rel Qa5 
30c3xb4 Qxb4+ 
31Qc3 Qxa4 

32 Qxc6 Oxc6 
33 Rxc6 Rb8 
34e6 Rbe8& 
35f5a5 

36 Ra6a4 
37Ke2a3 


10 Bg3 Nxg3 
11hxg3 5 
12f4b6 
13Nf3c6 
14e3 Ba6 

15 Qd2 Bxfl 
16 Kxf1h6 
17 Qd3 Of6 
18Ne5 Re7 
1994 fixed . 
20Nxg4 Od6 
21Ne5 Nd7 
22a4Nxe5 
23. dxe5 Qc5 
24¢4Rf8 

25 Kel Rfe8 
26Rh5Sb5 
2725 hxg6 
28 Rxg5 b4 


38 Rxa3 Rc8 
39 Ra5 Rd8 
40 Kd3 Kf8 
41 Kd4 Rb8 
42 Kxd5 Rd8+ 
43 Ke5 Rde8& 
44e4Rf7 

45 Kd5 Rd8+ 
46 Ke5 Rc7 
47Rg4Rdc8 
48 Rd5 Re8& 
49Rg6Kg8 
§0Rd31-O 


Black lost on time. But his position scarcely 
looks promising. Is there a possible draw 
here? Idoubtit.. . 


ures dine hie bertinied ee 
White: Spectrum Chess II 
Black: White Knight Mk 11 


The following game, played between 
Spectrum Chess II and White Knight 
Mk11, might have been interesting if the 
two machines had not settled for a 
grandmasterly draw after 21 moves. 

But having decided to castle long despite 
the fact that his queen-side pawns had left 
their posts, white really had little choice 
but to accept black’s kind offer of a draw. 


1¢2-c4 b8-c6 
2b1-c3 e7-e6 

3 g1-f3 28-6 , 
4d2-d3 d7-d5 
5c1-g5 £8-b4 
6c4xd5 b4-c3+ 


12h2-h3 c8-£5 
130-0-0 a8-c8 
14 b4-£4 £5-d7 
15 f4-h6 d8-b6 
16h6xh7 g8-26 
17h7-h8+ e8-e7 © 
18h8-h4 e7-e8 
|19h4-h8+ €8-e7 
20 h8-h4 e7-e8 
21 h4-h8+ 


7b2xc3 e6xd5 

8d1-b3 c6-a5 

9b3-b5+ c7-c6 
10 g5xf6 g7xf6 
11b5-b4 h8-g8 


White Knight: achance to change 


48K Spectrum Chess Il £9.95 
Two years of research and development 
have produced the strongest chess game 
yet, with 999 levels of play. 


48K Spectrum Voice Chess £8.95 
This incredible program talks you through 
your game. It tells you its move, 


recommends a move and contains a range 
of facetious comments. The game is based 


on the highly acclaimed ZX Chess II. 
1K ZX Chess ZX81 £2.95 


A fantastic 1K chess game ideal for 
someone who wants a quick game 
without waiting for loading. 


Non-speaking version. Spectrum 
Chess £8.45 


WARNING: These programs are sold according to ARTIC COMPUTING LTD’s terms of trade and conditions of sale 
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16K/48K Spectrum Chess Tutor £6.95 
Not only an excellent companion but also 
teaches the absolute beginner 

how to play chess. 


ZX Chess II £9.95 

A great game of chess for your 16K ZX81 
or 48K Spectrum. Seven levels of play. 
Analysis and recommended move 
options. 


ZX Chess | £6.50 


Very popular machine code program, 
with six levels of play and analysis 
option. 


To: Artic Computing Ltd, Main Street, 
Brandesburton, Driffield YO25 8RG. e 


Copies of which are availabe on request Please supply 
Artic Computing Ltd. *Cheque for total amount enclosed £ 
Main Street, Brandesburton, +A | N 
. Driffield YO25 8RG ccess/Barclaycard No. 
Cheques and P.O.’s made payable to Artic Computing Ltd. | eee ete fe | | aS 
Dealer enquiries welcome. Please state whether your | 
order is for ZX81 or SPECTRUM. Name 


Access and Barclaycard welcome. Address 


*Please delete or complete as applicable. 
Please allow 28 days for delivery. 
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F = Card games 


Card games and home computers go well together. Tony 
Harringtonand Steve Mannassess afew examples of what is 


PONTOON 
& HI-LO 


Computer: 16/48k Spectrum 
Supplier: Micro Mart 

Price: £4.95 

Pontoon (or Blackjack) is one of the few 
games of chance in which the ‘house’ 
advantage can at times be nullified, 
allowing the player a distinct edge. How- 
ever, to make full use of this, the player 
must be a ‘card counter’ — ie, he must 
memorise all the cards that have been 
played, thus allowing him to work out the 
odds against him improving his hand from 
the cards still to be dealt. 

Any gambler keen to practise his 
technique with Micro Mart’s version of 
Pontoon, though, is going to be in trouble 
—in the games I played the same cards had 
a habit of falling together at the same time. 
For instance, if] held four cards totalling 14 
I could be sure that the next would be a 
seven, giving a winning 21 total. 

The presentation of the game is excel- 
lent — the rules should be obvious to 
anyone, but the program gives a brief 
rundown of the options on the initial screen 
before going into the game itself. 

However, in play, Pontoon displayed 
some annoying quirks — for example, the 
player is not allowed to ‘stick’ below 16, 
which makes for problems when a winning 
‘five card trick’ is held, with the card values 
totalling 15. The program insists that the 
player goes on, but there is no provision for 
a further card — instead the dealer’s first 
card is added to the player’s hand and he 
loses. I foundit simple to break the bank by 
parlaying my initial £250 up to the 
maximum £100,000. After a few rounds.of 
betting it became obvious which cards 
were going to fall next. 

As a game played purely for fun, Micro 
Mart’s offering will do well enough — the 
graphics are good, giving a clear repre- 
sentation of each card, and response times 
are adequate. For a serious gambler 
looking to improve his technique, though, 


available to whet your appetite. 


this is a non-starter. 

Following Pontoon on the tape is Hi-Lo 
— not the seven-card stud version, but an 
adaptation of the appalling TV program- 
me Play Your Cards Right in which 
contestants try to guess whether the next 
card turned over will be higher or lower 
than the previous one. Totally unamusing. 
On the reverse of the tape is an adequately 
simplified version of Pool. S.M. 


POKER 
SOLITAIRE 


Computer: Atari 

Supplier: Artsci, through Mapsoft 

Price: £10.95 (cassette), £14.95 (disc) 
Format: cassette — Basic cartridge and 
joystick needed, or disk 

For Poker fanatics everywhere, this is a 
brilliant way of testing your ability to 
compose potent Poker hands. The game is 
astonishingly simple but it uncovered my 
muddled notions of Poker percentages. 

The game consists of a5 x 5 grid (as in 
Fig 1). Up to four players can take part, but 
as the name implies, it is just as obsessive a 
game for the lone player. You are dealt 
25 cards, one at a time (without seeing the 
cards to come). You can place any card in 
any empty square on the grid, using the 
joystick to move a cursor to the position 
you want, then signalling your selection by 
pressing the fire button. 

You are awarded points once the 25th 
card has been dealt, for all the pairs, 
threes, fours, full houses and so on. The 
points value for each is given at the 
beginning of the game and looks like this: 
1000: straight flush 200: straight 
750: four ofakind 100: three of a kind 
500: full house 50: two pairs 
300: flush 20: one pair 

Poker fanatics will instantly see that this 
table does not recognise a royal flush. That 
is a pity, since the odds against being dealt a 
royal flush are almost 650,000-1 as against 
just over 72,000-1 for a straight flush. 
This small slip aside, Poker Solitaire has 


all that you could ask for. You canscore on 
eachrow andoneachcolumn, but once you 
place a card in a square it must stay there. 
So if you were trying to collect four kings 
and four aces in two separate rows, you 
would find, after about 22 cards were dealt, 
that one or other of your choices would 
have to be sacrificed in the hope that the 
other would turn up, remembering that 
each card must be placed somewhere. 

To get a better sense of what all this 
means, look at a 1. 


(oC eM 


Fig 1: after nine cards have been dealt 


So far, in Fig 1, our player has scored 20 
points down the first column, 20 points 
down the fourth column and 20 more along 
the fifth row, with a pair of threes. The 
player is obviously hoping for a straight 
flush along the top row (either Ace, King, 
Queen, Jack, 10, or K, Q, J, 10, 9 of 
hearts). 

The computer calculates the score, row 
by row and column by column at the end of 
each deal. The scores are shown indi- 
vidually, then totalled, and a scoreboard 
keeps track of best scores, and the running 
scores for three games. After this, you 
must restart (but not reload) the program. 

Once again, when you are playing 
against the computer, there is nothing 
much at stake. The main aim of the game, 
besides amusing yourself, is to gain asense, 
over time, of what chance you have of 
improving particular kinds of hands. 

What you don’t get from this game is the 
thrill of bluff and counter bluff which is the 
very heart of Poker. But at least you are 
guaranteed not to lose your shirt— unless, 
that is, you invite a few friends around and 
start bettingonyourskill . . . TH: 


INTELLIGENT SOFTWARE 


Do you want to create intelligent software 
and exciting products? Would you like to work along- 
side the people who designed the unique robot chess 
machine pictured below? 

If you have flair, talent, a will to succeed 
and a desire to work to high professional standards on 
interesting projects, then you could join us: 

To enquire about vacancies (in both of 
our London offices and our Cambridge office) in the 
following fields: 


Hardware design 
Systems software 
Video game design & programming 
General programming 
Graphics design 
Project management 


Please write to: 
David Levy, Intelligent Software Ltd 
21 Store Street, London WC1E 7DH 


Product as seen on BBC’s Tomorrow’s World 
on 17 March 1983 
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Computer versions of traditional board games provide an able 

opponentif ahuman player is notavailable. Tony Harrington 

reviews some typical versions of Reversiand Gomuku (for the 
Tandy Color) and tells youhow to beatacomputer at 


BACKGAMMON 


Backgammon conjures up visions of casi- 
nos and piles of pound notes changing 
hands. It is a gambling game in its very 
essence. To play it just for the sport is to fly 
in the face of history. Wherever the dice 
have rolled, coins and goods have waited 
on the outcome. 

Because of this, there is something 
distinctly odd about a solitary game 
between you and your home computer. 

This hasn’t stopped a wide variety of 
suppliers from bringing out backgammon 
programs for almost every home machine. 


@ @ 
Origins 

There is not space here to explain the 
rules of the game in detail, but here’sa brief 
history. 

The origins of the game go back to the 
early days of civilisation — some say to the 
Sumerian civilisation of 5000 BC. It came 
to Europe in the Middle Ages and has been 
going strong ever since. The early 1970s 
saw something of a backgammon craze in 
England, with stars like the late Peter 
Sellers pictured poised over the board, 
rolling the dice. 

Until I was forced to consider it seriously 
for this review, I had always thought of 
backgammon as a game of chance which 
did not call for much skill. 

Not a bit of it, Backgammon is a strange 
combination of both. A complete novice 


for whom the dice fell kindly might beat an: 


expert in the short term. But percentage- 
wise, luck always evens out over time. The 
one who keeps on winning night after night 
is winning thanks to skill, not luck. 

For those in any doubt, let me advise 
them to spend a few minutes dipping into 
the backgammon section of David Spa- 
nier’s fascinating little book, A Complete 
Guide to Gambling Games. You can be 
sure that if the backgammon program you 
choose is worth anything, the programmer 
will have worked his way through some 


Backgammon. , 


Backgammonneeds skillas well as luck 


such volume. 

At the heart of a good computerised 
backgammon program is a set of look-up 
tables, giving it preferred opening moves 
on each of the 21 possible outcomes from 
the first roll of the dice. Each supplier’s 
program is likely to be subtly different 
from the next though, for after the first four 
throws by each player, there are something 
like 200,000 possible plays. 

Any game based on dice is a percentage 
game, so the program usually has a 
percentage look up table which gives it the 
odds against being able to move a man a 
certain number of points. The odds against 
being able to move one man 24 points are 
35 to 1, or 3%, as against odds of 9-4 (or 
31%) for moving him one point. 

These two features alone would make 
most computerised backgammon prog- 
rams formidable opponents, since most of 
us don’t have a good enough memory (or 
aren’t cool and calculating enough) to play 
a percentage game. But then there is the 
strategic dimension of the game. And here 
a good algorithm will go a long way to 
beating human intuition over time. 


Strategy 


To drive home a few points about 
strategy, let.us first take the most simple 
(and probably the most dramatic) aspect of 
backgammon, the double. Some computer 


programs do not have a doubling cube. 
This is a fault, they should. 

For those of you who don’t know what a 
doubling cube is, it has the numbers 2,4, 8, 
16, 32, and 64 printed on its six sides. 

In an over-the-board game (rather than 
a game between player and machine), the 
doubling cube is placed in the bar that 
divides the board. It can be turned by 
either player in turn. Computer games 
should display the doubling cube some- 
where on the screen, though it needn’t be 
on the bar. 

Any player at backgammon may double 
at any time, though after the first double 
he/she must wait until the opponent 
doubles before being able to raise the 
stakes yet again. It follows from this that 
the computer program should volunteer 
doubles when the situation is right for it, 
and there should be a way for you to 
indicate that you want to double or 
redouble— though how you get your home 
computer to pay up ifit loses is a mystery to 
me. If you do not accept the double, you 
lose outright. 

For most normal souls, it would seem to 
be just common sense to decline a double 
(and lose your stake) if you are in a poor 
position relative to your opponent. But 
strategy dictates otherwise. Say the stake is 
50p. If you accept the double, you stand to 
lose £1 instead of 50p. You also stand to 
win £1. And here is where a close study of 
the odds pays off. 

You only need to win one doubled game 
in four (taking it that you are behind each 
time you have to make the decision), in 
order to be no worse off than you would be 
if you made a principle of declining the 
double each time you feel you are worse 
off. Confused? The machine won't be. If 
the program is any good, it will play the 
long term percentages against you. On the 
other hand, of course, if you keep losing 
each time you get behind, you will save 
yourself money by refusing the double 
each time. There are no guarantees in a 
game of chance! 
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Strategy in backgammon extends a long 
way beyond decisions about doubling or 
refusing doubles. The game is a continual 
struggle to improve your position by 
making the best use of whatever moves the 
dice allows. 


Typesofgame 

Experts recognise three different types 
of game — the running, blocking and back 
games. It is worth finding out a little about 
the tactics of each of the three kinds, or you 
will never know why your computer 
program beats you. Worse, you won’teven 
know if it is a good program or not! 

The running game means just that. You 
head for your own inner table as fast as you 
can, not sparing a moment to harass or 
block your opponent. Even this simple 
strategy has its nuances which newcomers 
to the game will not know. 

The first point to bear in mind is that to 
opt for a running game, you really need 
good high-rolling dice from the start (a 
double six would do nicely, but any high 
figures are fine). If possible, try to get two 
of your men on to your five point. This 
combines the beauty of a running game 
with the maximum obstruction to your 
opponent since the eight and the six point 
are blocked to your opponent from the 
beginning. (If this is greek to you, have a 
look at the basic rules of backgammon, 
then come back to this article.) 

The blocking game has, as its ultimate, 
the creation of a ‘prime’ (notice how full of 
jargon words backgammon is — almost as 
bad as computer jargon). A prime is when 
you have at least two men on six points ina 
row. Since dice do not have numbers 
higher than six, this stops the opponent 
dead in his tracks. It also stops you, of 
course, but it can gain you vital time. 

In the blocking game, you try to set up as 
many blocking points as possible, while 
‘hitting’ as many of your opponent’s menas 
you can. (Remember that in backgam- 
mon, any piece onits own ona point can be 
hit — ie, removed to the bar — if. an 
opposing piece lands on that square.) 

Most computer games play a running 
game and will only hit your men by 
accident, as it were, if you happen to be on 
a square that a running piece lands on. 
Playing a blocking game against them can 
be quite effective. 

The back game, as its name implies, is 
not chosen but forced on you by the fact 
that your opponent has a big lead in 
development. Here you acknowledge the 
fact that unless you are amazingly lucky 
and roll many double sixes, you are not 
going to bear off your pieces in time. So 
recognising this, you set about building up 
blocking points in your opponent’s inner 
table. 

At the same time, you leave your own 
pieces as singletons on points for your 
opponent to ‘hit’. These pieces will go on 
the bar and as they re-enter the game, they 
will give you additional material to create 
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Psion and Microdeal—two of many 


more blocking points on your opponent’s 
inner table. I don’t know of any home 
computer backgammon program that has a 
blocking game routine built into it. So this 
little tip should help you win. 

The only problem is that because they 
tend to aim solely for arunning game, most 
backgammon programs fail in the very 
area for which they should be most useful 
— as training devices for over-the-board 
play. Still, if they get you interested in the 
game, so much the better. 


REVERSI 


The origins of Reversi, or Othello, as it is 
also called, are a little confused. Most of 
the games suppliers who sell it believe that 
it was invented by Victorian England. For 
example, Moi, (that’s a supplier, not me) 
has one of the best programs for the 
Spectrum and it claims that Reversi is ‘a 
late 19th century board game which 
illustrates the Victorian love of territorial 
acquisition.’ 

The only problem is that the Victorians, 
although they were grasping sorts, didn’t 
have any monopoly on the love of 
territorial acquisition. The Romans were 
pretty good at that too. And they played a 
game, indistinguishable from Reversi, 
called Roman Checkers. Tandy market a 
game called Roman Checkers for the 
Tandy 400 Color Computer in cartridge 
format and except for the fact that the 
pieces, in Tandy’s version, are represented 
graphically as an eagle or amonument, the 
game is the same. 

There’s nothing in the Tandy manual to 
tell you that Roman Checkers is Reversi, 
and there’s nothing in any of the Reversi or 
Othello manuals I’ve seen that mentions 
Roman Checkers, but they are the same 
thing. 


Reversi is played on an eight square-by- 
eight square board, like a chess board 
without the different coloured squares. 
The pieces are double-sided counters (not 
that you need bother about that with the 
computerised version since it all happens 
on the screen). 

It’s a two-player game, and the players 
take turns to place a counter on the board 
according to asimple rule. Tomake a move 
you must bracket (or, if you prefer, trap) 
your opponent’s pieces between two of 
your pieces, like books between book- 
ends. You can do this vertically, horizon- 
tally or diagonally and only a move that 
traps one or more of your opponent’s 
pieces is a legal move. 

- As soon as you trap a piece, it ‘defects’, 
changes colour and becomes yours. Unlike 
checkers or chess, the ‘captured’ piece 
stays on the board. Pieces can change sides 
again and again. Reversi, let me quickly 
point out, is easy to play, but very hard to 
play well. 

What makes this quiet board game 
deceptively difficult is that the one who is 
apparently losing by having less pieces of 
his/her colour on the board quite often 
turns out to be the winner in the end. 
Particularly if the player behind happens to 
be the computer. 

Right up until the last move, sheer 
numbers of pieces are no guarantee of 
victory. A single move can make as many 
as 20 pieces change sides. (Obviously, 
since there are only 64 squares, the 
maximum number of pieces any one side 
can end up with is 64, though even with 
worst play against the computer, you'll 
usually finish with at least three or four 
pieces still loyal to you!) 

The game starts with the four centre 
squares occupied by two pieces from each 
side, as in Fig 1. 
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Fig 1 


The numbers down the left hand side of 
the board and the letters across the top are 
just to give each square on the board a 
separate identity. They are a convenient 
way of recording the game, and many of 
the computer versions of Reversi ask you 
to key in a number and letter to tell the 
computer your move. 

Let’s assume that you have the ‘x’ 
pieces. You’ve chosen to move first and 
decide to place a piece on c4. It would trap 
the piece on d4 and this would flip to 
become your piece. The game, after one 
move would look as in Fig 2. 
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Fig 2 


Not bad, the aim of the game is to finish 
up with more pieces than your opponent 
and after the first move, you have a four to 
one advantage. But Reversi is not just 
about reversing pieces, it’s also very much 
about reversing fortunes. And computers 
are very much better at looking ahead and 
evaluating positions than most humans. 

The logical next move for the computer, 
at least I assume it’s logical since the 
programs I played against all went for it, is 
to flip ‘x’ at d4 by playing c3 as in Fig 3. 

From here, the game can goin all sorts of 
directions. There are over two million 
possible games — not quite the same 
magnitude of possibilities as chess, butstill 
enough to make it interesting. 

There is a definite strategy to Reversi 
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Fig 3 


and unlike most suppliers, Moi is rather 
good at providing you with a fairly detailed 
explanation of the game’s strategic dimen- 
sion. The Moi manual is still the usual 
cassette wrapping, but it runs to seven 
sides. 

The first point to grasp is that not all the 
squares have the same strategic value. It is 
quite easy to demonstrate that the squares 
at the edge of the board have more 
importance than the squares in the middle. 
A square along the side of the board 
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(ignoring corner squares for amoment, we 
willcome onto them), can only be attacked 
from left to right, whereas all other squares 
can be attacked from four different 
directions. Look at the position in Fig 4. 
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Fig 4 


When ‘©’ plays to a4, all the ‘x’ pieces on 
the 4th row are flipped. Each of the 
resulting ‘©’ pieces from b4 to f4 can be 
attacked individually, but the only way ‘x’ 
has of flipping all the ‘0’ pieces on the 4th 
row is to first attack the ‘0’ piece on a4 
(which he cannot do at the moment) and 
then play to g4. Even then, the battle 
would not be over, for ‘©’ might be able to 
turn the ‘x’ piece on a4 at some point and 
then play h4! 

So much for side squares. If they are 
important, the four corner squares, al, a8, 
h8 and hl, are crucial. Whoever controls a 
corner square has a major advantage. To 
see why, consider the position in Fig 5. 
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Fig5 


It looks as if the ‘x’ pieces have a 
commanding lead, particularly in view of 
what we’ve said about the advantage of 
controlling the side squares. But in fact all 
the “x’ pieces along the first row and the h 
column are vulnerable. The player with the 
‘O’ pieces will play al at some time and 
follow it up with h8 and all the side-placed 
*x’ pieces will flip — a clear illustration of 
the importance of corner as well as side 


control. The resulting position leaves the 
*x’ pieces with very little control and I 
would be surprised to see ‘x’ finishing up 
with more than 10 pieces left on the board 
(see Fig 6). 
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Fig 6 


The position in Fig 6 is the result two 
moves on from Fig 4, after the following 
moves (‘ x” to move first): 

Toney. eal 

2 b2 hég 

An interesting point to note — and one 
that confuses’: newcomers to the game 
immensely — is that in nearly all the 
diagrams, you will find ‘x’s between two 
‘O’s and vice versa and these pieces have 
not flipped. This sounds initially as if the 
rules of the game have been broken. They 
haven’t. Because of all the changing of 
colours that goes on, you very often get 
positions where the first player to move 
creates a situation where his own piece lies 
between two of the opponent’s pieces. If 
this couldn’t happen, the game could not 
proceed. Consider the simple position in 
Fig 7. 
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Fig 7 


Now with ‘x’ to play, look what happens 
when he puts a piece on e6 (Fig 8). 
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Fig 8 


As you can see, the ‘X’ piece on e5 is 
between the two ‘©’ pieces on d5 and f5. 
But it does not thereby revert to being an 
‘O’ piece. If, however, ‘©’ managed, during 
the course of the game, to place pieces on 
d6 and g3 (neither of which are legal moves 
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at the moment since you can only place a 
piece which completes a bracket), then the 
“*X’ piece on e5 would become an ‘0’ piece 
again (as would the piece on f4). 


If you find this last point hard to follow, 
don’t worry. The advantage of playing 
Reversi against a computer is that it 
automatically keeps the Reversi board 
accurately. 

One final collection of hints: play so that 
you stay in the centre of the board for as 
long as possible. Avoid the squares just 
before the edge of the board (the 2nd and 
7th rows and the b and g files). The first 
player to put pieces there gives the 
Opponent a stepping stone to the edge of 
the board. 

You will quickly discover that the 
diagonals (from al to h8 and from h1 to a8) 

“are very useful if you control them. But 
since control of the diagonal means that 
you have to control at least one of the 
relevant corner squares, much of the game 
is astruggle to achieve this. Don’t expect to 
get the diagonal very easily if you're 
playing against the computer. 

As the game nears its end, with more and 
more of the squares filling up, try to play so 
that you restrict the options open to your 
opponent. At this stage of the game the 
main strategy is to try to make your 
opponent play moves that he, she orit, has 
been trying to avoid playing. ‘ 

The graphics are nearly always rather 
simple, and most programmers who write 
Reversi games produce a_ reasonably 
strong program — a program which is 
stronger than most humans. So you want to 
make sure that the program has the 
following facilities: 

1) Skill level settings: you should be able to 
change skill settings in the middle of a 
game, as often as you want. 

2) An interrupt button: the computer can 
take a long while to think on higher levels. 
Make sure that you are able to break its 
thinking and force it to move if you get 
bored waiting. 

3) Replay feature: you should be able to 
step backwards or forwards through the 
whole game at any point. This feature 
usually doubles as the ‘take-back’ facility. 
In other words, if you make a move which 
you discover is greatly to the advantage of 
the computer, you should be able to take it 
back and play another. This might sound 
like cheating, but in fact it is the best way of 
learning the difference between good and 
bad moves. 

4) Setting up a new position: there is no 
reason why, as with chess problems, you 
should not be able to set up any position 
you like on the board. Make sure that the 
set-up feature is easy to operate. 

5) First move: all the games on the market 
that I have seen give you the option of 
playing first or letting the computer play 
first. You should also be able to switch to 
having the computer play your position 
while you take over its game. , 

6) Computer as referee: Because the 
computer keeps an accurate track of legal 


54 PCW GAMES SPECIAL 


Board games 


moves and makes sure that all the 
appropriate pieces are flipped after each 
move, you should be able to play against a 
friend rather than the computer, if you so 
choose. 

7) Computer plays itself: ’'ve never been 
much interested in watching self-involved 
computers. But looking on while the 
computer plays a particular position can be 
very instructive. Again, this is a simple 
trick for programmers, so your Reversi 
program should have this facility. 


GOMUKU 


Gomuku, and the related game, Renju, 
were played in the East more than 1000 
years before the first valve computer 
ground through its first program. 

~People who know nothing of Gomuku 
and who chance on a game in progress, 
usually say after about three minutes: ‘Oh, 
I see, noughts and crosses . . . There isa 
grain of truth in that comment. Gomuku 
(let’s leave Renju aside for the moment) is 
played on a 15 X 15 square board. In the 
old, non-computerised version, the two 
players would use black or white stones. 

To move, you simply place a stone 
anywhere on the board, aiming to place 
five stones in a row either vertically, 
horizontally or diagonally. If this sounds 
like the familiar noughts and crosses, you 
are in for a little surprise. To anyone who 
wants to spend 30 seconds or so in thought, 
the 3 x 3 format of noughts and crosses 
holds no surprises. But when you are 
stretching out across 15 x 15 squares, the 
game becomes exceedingly difficult. 

In theory, the player who moves first has 
a decisive advantage. But I’ve never seen 
this proved satisfactorily. I know that 
whether I move first or second against a 
reasonably strong opponent, the result is 
likely to be the same — a loss for me. 

To get a sense of what makes the game 
difficult, look at Fig 1. This is the sort of 
position that might arise after 14 moves 
have been played. 
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Fig 1 


The board already shows that several 
attempts at getting five in a row have been 


blocked by either side. In the present 
position, with ‘x’ to play, there doesn’t 
seem to be any real danger of anyone 
getting five. Player ‘©’ has a forcing move, 
j6, which threatens to make five (stretch- 
ing along the diagonal from g9 to k5). But 
*x’ ean block this easily on his move by 
playing kS. After this it might seem as if the 
two players will be chasing each other 
around the board fruitlessly. Not so. The 
computer will be calculating aheadtofinda 
forcing play. 

To understand what constitutes a for- 
cing play, you must realise that if you 
manage to get four of your pieces in a row 
without either end of the row being 
blocked by. your opponent’s pieces, then, 
even if it is your opponent’s turn to move, 
you cannot be stopped from getting five. 
Whatever end of the row your opponent 
plays, you simply play to the other end and 
complete the five. 

Of course, if your opponent is awake, 
he/she will not let you simply place five 
pieces, one after the other, to win the 
game. The computer most certainly won't. 
So the art of the game is to have two or 
more rows of your pieces combine to force 
a win. For example, in the simplified 
position in Fig 2, player ‘©’ to move, has a 
forced winning sequence. 


abcdefghijkimno 


abcdefghijkimno 
Fig2 


All that ‘©’ has to do is place a piece on 
i4. This threatens to set up two lots of five; 
on theicolumn, since a row of fouris about 
to be created without an ‘x’ at eitherend (if 
“O’ gets a chance to play to i5) and another 
row of four is threatened on the diagonal , 
h3, i4 and j5. Player ‘x’ can stop one of 
these threats (by playing to j5 or to either 
k6 or g2 to block the diagonal), but he 
cannot cope with both. The only defence 
was to avoid this situation altogether by an 
earlier occupation of i6, i7, j5 or j6. The 
problem is that earlier these squares 
probably looked perfectly innocent. It is a 
devilishly difficult job to foresee your 
opponent’s best moves — particularly 
when the opponent is a computer evaluat- 
ing hundreds of positions a minute. 

If we go back to the game example, you 
can see how the computer (player ‘©’) seta 
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fiendish little trap using precisely the 
technique we have just outlined. Fig 3 
shows the game position after move 21, six 
moves on from Fig 2. The computer has 
just placed an ‘©’ on i4. 
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Fig 3 


Ignore the top half of the board and you 
should recognise the simplified position 
from Fig 2. The only difference is that 
player ‘x’ has a piece oni8. This is a crucial 
difference since it means that one side of 
the row of four on the i column that the 
computer is threatening to make, has been 
blocked. This gives player ‘x’ a defence 
against the combination, but he has to play 
precisely on his next move. What would 
you play? 

Ifyou saidiS, you are wrong and will lose 
next move after the computer plays either 
g2 or k6. The only defence is to ignore the 
threat on theicolumn (since one end of the 
four is already blocked) and to play to stop 
the computer getting four on the g2-k6 
diagonal. All of which goes to show that 
Gomuku needs a good deal of skill. 

So what is the difference between 
Gomuku and Renju? 

Basically, Renjuis aversion of Gomuku 
designed to cut down on the advantage 
possessed by the player who starts. The 
Tandy Gomuku/Renju cartridge game, 
designed by a firm which specialises in 
computer chess, Intelligent Software, 
comes with a comprehensive 18-page 
manual which fully explains the difference 
between the two games. 

The first difference is that instead of 


being free to place the first piece anywhere 
on the board, the first player must play on 
the central square. The next point is that in 
Gomuku it is perfectly legal to set up what 
are called ‘overlines’ — lines with more 
than five adjacent pieces of the same 
colour, as in Fig 4. 
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abcdefghijkImno 
Fig 4: asection of the board with an overline 


If*O’ now plays to hS aline of six ina row, 
rather than five in a row, is created. For 
Gomuku, it is perfectly possible for ‘0’ to 
continue play with h6, but it does not win 
the game (since the whole point is to get 
five in arow, not six or any other number). 
In Renju, ‘©’ would not be allowed to 
create an overline in the first place. 

There is also a complicated set of 
restrictions placed on the stronger players 
in Renju. The Tandy manual explains 
these rather well. 

Take the position in Fig 5. 
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Fig 5: the rule against creating a 3-3 


The strong player, in Renju, is not 
allowed to create a 3-3, or in other words, 
he/she is not allowed to make amove which 
will simultaneously create two lines of 
three, each of which is capable of being 
extended to a winning five. 

That sounds complicated, but as the 
diagram shows, it is quite simple. It means 
that the strong player (‘©’) isnot allowed to 
play h5 in this position. Note that there are 
two important points here. The two lines 


would be created simultaneously, and both 
are capable of being extended to five. If the 
position was as in Fig 6 or Fig 7 there would 
be no restriction on the strong player. 
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Fig 7: there is now no restriction on h5S 


In the same way as the strong player is 
not allowed to make a 3-3, there is also a 
prohibition on making a 4-4. If this sounds 
too involved, I wouldn’t worry too much. 
The computer knows the rules and if you 
do decide to play Renju instead of 
Gomuku, the computer will be the strong 
player — unless you are a master at the 
game (in which case you probably know 
the rules anyway!). 

If you feel the computer is too good for 
you, the Tandy program has a facility 
which restricts as many as you want of the 
24 set-piece openings available to the 
computer. Renju is always played on a 
15 x 15 board. But if you are playing 
Gomuku, you can limit the size of the 
board down to 9 X 9 to make it more 
manageable for the beginner. 

The Tandy program is the only one I 
know of which has the facility to play Renju 
rules as well as Gomuku. Owners of other 
home computers must make do with 
Gomuku. Don’t worry too much about the 
forced win for the first player — even the 
computer seems to miss it from time to 
time! 


Forgetnoughts and crosses; Gomukuis agame ofadifferentorder. Humans find ithard to match chip power 
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Bridge tutor 


Steve Mann analyses the Spectrum version of a bridge tuition 


package which teaches the rules and strategy behind this most 


Computer: 16k or 48k Spectrum and others 
Supplier: Bridgemaster 

Price: £24.95 (Spectrum version) 

There’s something so terribly English 
about bridge — the very name evokes 
images of genteel conversation and ex- 
quisite politeness in Agatha Christie 
country house surroundings. 

Even though large sums of money may 
change hands over the bridge table, scores 
are noted down and accounts settled at the 
end of the rubber — in contrast to that 
vulgar American upstart, poker, in which 
money or chips are piled up and exchanged 
as the game progresses. 

But despite the surface decorum, bridge 
is a game that inspires fanaticism in its 
exponents, and beneath that veneer of 
gentility lurk very real passions. 

Of all the great card games, it is bridge 
that depends most on an understanding 
between partners. “Fougasse’ in Aces 
Made Easy claimed that partners ‘are 
usually either so good that you lose all your 
self-confidence, or so bad that you lose all 
your money’ — anditisin this area that the 
beginner has the most trouble. The actual 
mechanics of the game may be picked up 
from ‘teach-yourself’ books or from televi- 
sion programmes — ITV currently (this 
was written in late October) has Shaw 
‘Whispering Grass’ Taylor as host of a 
late-night bridge class. and for the more 
advanced player BBC2 features bridge 
tournaments in its Grand Slam series — 
but the art of bidding is something that 
hitherto has been learnt only through 
painful experience. 

As with chess, experienced bridge 
players find it difficult to adjust their game 
to playing with a complete beginner, and 
many friendships have ended prematurely 
over the bridge table. 

But fear not — there is a solution. 

Bridgemaster, a computer-aided learn- 
ing package produced in conjunction with 
the top player and bridge authority 
Terence Reese, is designed with the 
absolute beginner in mind and aims to 


English of games. 


teach a good working knowledge of 
bidding, playing and scoring by taking you 
through a set of 55 increasingly complex 
sample deals. 

Bridgemaster is available for several 


home computers, including the BBC and’ 


the ZX81 (even the 1k version!), but this 
review concentrates on the version run- 
ning on the Spectrum (16k or 48k). 


e 

Packaging 
The Bridgemaster course comes in a 
somewhat garish pink box containing four 
cassette tapes, a short instruction booklet 
and a thin Penguin paperback book, Begin 
Bridge with Reese. 

This last should really be ignored until 


the rest of the package has been given a’ 


thorough investigation — you don’t need 
to refer to it to make sense of the course 
and, indeed, it could confuse the newcom- 
er as it makes use of the strong-opening no 
trump convention while the Bridgemaster 
course itself teaches the variable opening 
no trump. However, the book would 
certainly be useful as a reference work 
once you have completed the Bridgemas- 
ter course. 

The ‘meat’ of the course is contained in 
the four tapes, two of which provide audio 
commentary while the other two are used 
for loading the example hands into the 
computer. The instruction booklet briefly 
introduces the game of bridge, and gives 
hints for loading tapes into the Spectrum or 
ZX81, a pictorial representation of all 55 
deals and a short appendix which tells you 
what to do if your computer fails to load. 


Using 
Bridgemaster 


After quickly perusing the instruction 
booklet, you should load ‘Computer Tape 
A’. Other reviews of this package have 
stated that loading was difficult but I had 


no trouble, despite trying several different- 


volume settings, so I assume that any 
problems with early batches of tape have 
been overcome. 

You are then asked to choose a deal 
number. Selecting deal 1 brings amenu up 
onscreen: pressing ‘P’ allows you to play 
through the deal; ‘A’ gives auto-play, with 
the computer stepping through the exam- 
ple one trick at a time; “H’ displays all four 
hands; and ‘D’ allows you to choose 
another deal. Theoretically you can call up 


‘this menu at any time by pressing CAPS/ 


SHIFT, although this did not work proper- 
ly on my Spectrum. 

The computer tape is now replaced by 
‘Commentary Tape A’ and you are 
welcomed to the course — presumably by 
Terence Reese, although the packaging 
does not state this explicitly. 

The commentary certainly takes no- 
thing for granted — it starts by saying that 
bridge is a partnership game, and explains 
the conventional way of describing the 
players, with North and South in part- 
nership against East and West. For the 
purposes of this course, you are always 
assumed to be South. The cards them- 
selves are then described, with the ranking 
order given to the suits in bridge, before 
the beginner is gently introduced to the 
concept of bidding. Wisely at this stage, all 
that is said here about bidding is that after 
its conclusion one player is known as 
‘Declarer’ and in Bridgemaster South 
always takes this role. 

Terence Reese, in addition to being a 
former world champion, has written over 
40 books and is bridge correspondent of 
several newspapers — so it’s hardly 
surprising that he has a good idea of how to 
put his views across concisely but author- 
itatively. 

The stated aim of Bridgemaster is to get 
the beginner actually playing bridge as 
quickly as possible and, after a further brief 
explanation of terms used, the tape moves, 
onto the first deal. For the first few hands it 
is assumed that bidding has taken place and 
that you, as South, have won the contract. 


Pressing ‘P’ shows your hand, plus that of 
North which, as dummy, has the cards 
shown face-up. West leads, and the hand is 
run through as the commentary tape 
explains which cards to play. After the 
hand has been completed, pressing “A’ 
brings up the auto-play feature and the 
computer runs through the deal again. 
The commentary tape makesit clear that 
bridge is nota game that can be picked upin 
a couple of lessons, and recommends that 
you go over the early hands again and again 
until you are absolutely certain you have 
understood everything. For this reason, 
the first few hends are designed to be 
played with the computer prompting for 
each card; once sufficient familiarity has 
been gained it is better to try to play the 
hands unaided, listening to the commen- 
tary in conjunction with auto-play only 
after you have attempted to play on your 
own. Score is kept by means of a ‘trick 
counter’ at the top of the screen and, 
because Bridgemaster is designed in sucha 
way that the beginner can work through 
the course at his/her own speed, the 
computer will not go on to the next trick 
until you-tell it you are ready. Deal 3 
introduces further information about bid- 
ding, though the beginner is not expected 
to start bidding as a course lesson till deal 7. 


These first three lessons are the most 
important, containing as they do the basic 
strategy of the game, and you should play 
these repeatedly until you feel confident 
and secure enough to play through the 
hands without help from the commentary. 


Because Bridgemaster is structured as a 
teaching program, experienced players 
who may be using the course as a 
‘refresher’ will find problems when playing 
through deals without the commentary. 
The program is designed to accept one card 
and one card only at any given point; in 
many cases it will have absolutely no effect 
on the hand if you play an alternative card 
— for example, if you hold both ace and 
king in the same suit it won’t matter which 
one you play first — but the computer will 
only accept the ace as the first card. This is 
certainly not a drawback for the beginner, 
but people who have played the game 
before are going to find it infuriating to 
have a perfectly good play rejected. The 
convention followed by Bridgemaster is 
that in such situations the computer will 
always play the higher card — conversely, 
when playing minor cards the computer 
always plays the lowest possible card. 

At regular intervals throughout the 
course, Bridgemaster throws in ‘revision’ 


hands which are designed to recap on, 


information given earlier. These have no 
commentary and are ideal for making sure 
that you have absorbed the lessons. Again 
it is recommended that you first try to play 
the hand unaided, then check you’ve got it 
right by using auto-play. 

Throughout the course, Terence Reese 
makes sure that the learner is taught to 
analyse his/her cards properly and to keep 
track of the number of cards in each suit 


Bridge tutor 


Use auto-play to check how well you played 
your hand. 


that have been played already. It’s a pity 
that the cards are represented onscreen by 
only a number or a letter together with a 
symbol to represent the suit — for some 
reason it seems much harder to remember 
what has been played when you don’t see 
the whole card! 

From deal 7 onwards, the proceedings 
are split into two distinct segments — 
bidding and actually playing the hand. It is 
in the area of bidding that Bridgemaster 
really proves its worth — as I said earlier, 
this is undoubtedly the hardest part of the 
game for the beginner to pick up, and it is 
next to impossible to learn from books. 
Reese explains this tricky area very well, 
and stresses the rapport that is needed 
between partners to bid well. Bridgemas- 
ter uses the Acol system, which is the most 
popular in Britain, and anyone learning 
this should find it relatively easy to 
understand the bidding signals of his/her 
partner. Ideally, of course, both partners 
should learn the game at the same time so 
that they can develop their understanding 
together, but once you have worked your 
way through this course you should be in a 
position to at least avoid any catastrophes 
resulting from faulty understanding of 
your partner’s bids. 

By the end of the first tape 11 com- 
plete deals have been played out and 
Bridgemaster has covered the basics of 
good bridge play — you should have learnt 
how to play trumps, how to draw your 
opponents’ weak suits and how to maxi- 
mise your (and dummy’s) strong suits, as 
well as picking up the rudiments of good 
bidding strategy. The second tape extends 
this knowledge, teaching you how points 
are scored and explaining how rubbers are 
won. Tape 3 builds up confidence in your 
card play and strengthens bidding techni- 
ques, and the final tape shows the beginner 
how to bid slams. 

Once you have completed the course 
(and you will undoubtedly need to go over 
sections of it several times until you totally 
understand each point), Reese’s book 
comes into its own. It makes a handy 
reference work for checking, for instance, 
that you really do get 1000 points if you 
make that bid of seven diamonds — it’s 
certainly too difficult to find individual 
deals on the commentary tape. A thorough 
understanding of Bridgemaster means that 


any differences between the course and the 


book will be instructive rather than 


confusing. 


Conclusions 


As a teaching aid for the bridge novice, 


Bridgemaster could hardly be bettered. — 


The beginner is encouraged to start playing 


bridge very early in the course, and the: 


computer’s auto-play facility allows you to 
try out your own strategies before checking 
on how the experts would do it. The fact 
that the computer will accept one card only 
at any given time, although annoying for 
the experienced player, is actually a help to 
the learner and means that is is impossible 
to play a bad card. Each lesson follows on 
logically from the last, and your skill is 
gradually built up as you gain confidence. 
There’s no quick way of acquiring bridge 
skill, and the complete course is likely to 
take weeks of diligent practice — but the 
results should certainly justify your effort. 
The commentary is very well done — the 
voice is friendly but authoritative and does 
not give the impression of talking down to 
you as many instruction tapes do. Diction 
is clear and the directions are given at the 
right speed — for me, anyway — to give 
you time to think without having to stop 
and start the recorder too many times. 

I’ve never beena bridge player, andit’sa 
gap in my education that I have often 
regretted. I’ve played a lot-of poker, and 
for a while was caught up in the national 
craze for canasta (that certainly dates me!) 
— ata very early age, I hasten to add. But 
bridge has passed me by, probably because 
no one in my family played it and it always 
seemed too daunting to try and pick up the 
basic skills from books. After a few weeks 
with Bridgemaster I’ve learned enough to 
be able to make sense of BBC2’s Grand 
Slam programme and, although I can’t 
claim to be more than barely adequate, I 
feel I would at least not make a complete 
fool of myself if I sat down to play with a 
partner. 

And you could hardly ask any more of a 
program that costs £24.95 andruns ona 16k 
Spectrum (prices vary for other versions, 
available for BBC and Electron, Com- 


modore 64 and ZX81). When you've | 


completed the Bridgemaster course, all 
you'll need is regular play with a good 
partner and an awareness of different 
bidding conventions and you'll start to 
become a good player. 
Television turned darts and snooker into 
massive money-earners and media perso- 
nalities (they’ve even been trying to give 
bowls mass appeal) — and with the current 
twice weekly dose of broadcast bidding 


you might even (God help us!) end up as 


bridge’s version of Jocky Wilson or Terry 
Griffiths... 

Bridgemaster is available from Bridge- 
master, PO Box 163, Slough SL2 3YY and 
from some branches of WH Smith. Price 
£24.95 for 16k Spectrum (prices for other 
versions vary). 
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ABOUT OUR INTERFACE 


The AGF Programmable Joystick Interface is 
a unique design offering the use of any Atari- 
compatible joystick with absolutely all soft- 
ware, whether it is cassette or ROM cart- 
ridge, with the Sinclair Spectrum or ZX81. 


The hardware programmable interface re- 
quires no additional software and accurately 
replicates the keys of the computer in a 
manner which is responsive to absolutely 
ALL key reading methods, both BASIC and 
Machine Code. 


The interface does not interfere with key 
operation and can therefore be used simul- 
taneously with the keyboard. 


There is no need to remove the interface once 
fitted as the rear extension connector will 
accommodate further expansion, i.e printers 
or RAM packs etc. This important feature 
avoids excessive wear to the expansion port. 
The key replication principle pioneered by 
AGF means that your own programs can use 
eight directional joystick movement by 
utilising simple key reading BASIC. 

Two joystick sockets are provided which 
share the same keys, for use with the 
majority of Bee ian games. Several inter- 
faces may be used on the same computer for 
multiple joystick applications. 

The interface is programmed by a two digit 
code, which is looked up on a programming 
chart supplied, for each direction and firing 
button. The two numbers are then selected 
on a pair of leads which are clipped onto 
appropriately numbered strips on the inter- 
face. 

Once configured this can be marked on a 
Quick Reference Programming Card for 
storing with the game. As the programming 
is not power dependent the interface retains 
the last configuration made and can be 
immediately used when next switched on. 
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Programmable design gives TOTAL soft- 
ware support. 


Accepts Atari, Competition Pro, Wico, 
Starfighter, Quick Shot, Le Stick etc. 


Rear extension connector for all other 
add-ons. 


Free demo program and instructions, 


FROM: MR/MRS/MISS 
ADDRESS 
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PACKAGE CONTENTS SUPPLIED 


@ Programmable Interface Module as illus- 
trated, complete with clip-on program- 
ming leads. 

e@ Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 
This can be fixed on to the case of your 
computer or if preferred the protective 
backing can be left on. The chart is made 
of a very durable reverse printed plastic 
and is extremely easy to read. ; 

@ One pack of ten Quick Reference Pro- 
gramming Cards for at-a-glance setting 
to your games requirements. The card 
allows you to mark the configuration in 
an easy to read fashion with space, to 
record the software title and company 
name. 

@ Video Graffiti demonstration program 
which is written totally in BASIC to illus- 
trate how all eight directions and fire 
can be read. This is also a useful high 
resolution drawing program. 

@ 12 months guarantee and full written 
instructions. 


JOYST [Cho 


ATARI 
CONTROLLERS 
FOR USE WITH OUR INTERFACE 
Module or VIC 20, Commodore 64, 
Atari VCS, Atari 400, Atari 800 


If you require extra Joysticks for our 
original interface module mark order 
‘OLD’ Joysticks 


ONLY £7.54 inc VAT + P&P 


Jigsaws 


Tony Harrington loads some tapes on the Atariand finds out that 
computer jigsaws can be just as challenging as the usual variety 


As someone who hasn’t touched a jigsaw 
puzzle for more years than I care to 
remember, I had only the faintest flicker of 
interest in looking at a computerised 
version of the traditional puzzle. The 
puzzles, four of them, came in a box of 
software for review from Thorn EMI, and 
they found their way on to my Atari largely 
because the whole idea seemed so bizarre. 

Once on, though, it was hard to get away 
from the blasted things, I’d forgotten how 
obsessive jigsaws are. The rewards in 
building up a complete picture, piece by 
piece, seem to have a special value. I had 
expected the computerised versions to be 
child’s play. After all, the manual that 
came with each put the maximum number 
of pieces at 64. And like most people, I 
have fond memories of working my way 
through puzzles which had many more 
pieces than that. 


Difficulty 


In fact the puzzles turned out — on the 
moderately difficult version, say 36 pieces 
— to be extremely tricky. The problem is 
that you only get to see the picture once, at 
the start of the game. You can look at it 
until it bores you silly, but once it’s off the 
screen, you'll be amazed at how little you 
really saw of it. Unless, of course, you are 
one of the few who have perfect 
recall . . . in which case you might ask 
yourself why you are wasting time playing 
about with jigsaw puzzles! 

Once the program has loaded, it plays a 
little jingle and asks you to choose your 
option. At this point you enter a number 
between one and eight. This represents a 
choice between a 5X5, 6X6, 7X7 or 8X8 
puzzle. Options one to four are easier in 
that the computer. only accepts your 
correct choice (we will see what this means 
in a moment). Options five to eight repeat 
the 5x5 to 8X8 choice, except this time the 
computer positions the piece at the spot 
you select whether you are right or not 
(again, this will be explained). 


as well as testing your memory. 


You start off with a picture of, say, the 
Arc de Triomphe. Not a bad picture, as far 
as computer art goes. Nothing like the 
glossy reproductions of Constable’s Hay- 
wain or Buckingham Palace which make 
up the traditional puzzle, but still pleasing 
enough. Notice that there are lots of fiddly 
bits and plenty of bland areas without 
much in the way of distinguishing marks. 


Beginning 


To begin the game (remember, you have 
already made your selection by this time), 
you press the ‘option’ key. This wipes out 
the picture and replaces it with a screenful 
of what looks like corrugated cardboard. 
The bottom two inches of the screen forma 
moving conveyor belt on which several 
pieces of the puzzle are displayed. The 
exact number displayed depends on the 
option you’ve chosen. 

One of the pieces has a cross onit. This is 
the piece you are currently invited to try to 
locate correctly. On the screen itself there 
is acursor which can be moved about using 
a joystick (a necessary peripheral for these 
games). Once you’ve moved the cursor to 
the place where you think the piece should 
go, you press the fire button. 

Whoever designed this program was 
compassionate enough to allow you some 
leeway in positioning the cursor: otherwise 
very few people would ever complete the 
puzzle. 

One further point. Having the conveyor 


belt at the bottom of the screen is all very 
well if you are placing pieces of blue sky 
about the top of the picture. But the belt 
totally obscures the bottom of the screen. 
It is superimposed on any pieces already 
placed there. No need for panic, though. 
Pressing the “T’ key makes the conveyor 
belt slide off the bottom of the screen and 
reappear at the top, blotting out the sky 
instead of the ground. 

Naturally, the pieces in the 7X7 and8x8 
versions are much smaller than the earlier 
options. In the easy version of each of the 
puzzle sizes the computer rejects any 
incorrect selections. Correctly placed 
pieces disappear from the conveyor belt, 
which keeps rolling, bringing more pieces 
into view. I found even a 6X6 puzzle had 
some interest in the easy option. A typical 
game lasted anything up to 10 minutes. 

But be warned. There is a huge leap in 
difficulty between the easy and the hard 
versions. Once the computer starts to 
accept any piece in any position, you will be 
surprised how quickly you become dis- 
orientated. Chaos sets in and features that 
you were perfectly sure about start to 
scramble. 

There is some help provided at this level 
in that the computer ‘beebs’ to signal an 
incorrect placing. The faulty piece stays on 
the conveyor belt as well as being inserted 
into the puzzle. By the time you have 
misplaced a dozen pieces it becomes quite 
tricky to remember which pieces you have 
placed correctly. Again, the program is 
merciful here. It doesn’t let you discard a 
correctly placed piece for an incorrectly 
placed one. 

So far, Thorn EMI has brought out four 
‘volumes’ of puzzles, called British Herit- 
age Vols 1 and 2 and European Scene Vols 
1 and 2. Each cassette (or ‘volume’) has 
two puzzles, one on each side. The British 
puzzles feature the Tower, Tower Bridge, 
Windsor Castle and Anne Hathaway’s 
Cottage, while the European puzzles show 
the Coliseum, the Arc de Triomphe, the 
Parthenon and a Bavarian castle. 


Fitting together the pieces in a computer jigsaw version of the Arc de Triomphe 


PCW GAMES SPECIAL 63 


d 


A srpaphic adventure Same 
for Atari Computers 


Available NOW from: 


ATARI WD | amazon RIO Distribution 
Dealers = systems 29 Hillersdon Ave 


Barnes 
4, Flintgrove, Bracknell, London SW 13 


Berks., RG12 2JN 


price £19.95 


We've got a hunch yow’re going 
to like our latest best seller... 


Dealers: The bells, the bells, the bells Available now for the Ocean Software is available from selected 

ringing from your till after you have stocked ZX Spectrum branches of WOOLWORTH ,W H SMITH, 
our best selling software range will make me 64 Ie John Menzies, LASKYS, 

you deaf. But hear this, our dynamite : ‘ = : 

éelling range is available from all major and soon for major Department Stores and all good software 
utr — — 400/800 — dealers. For your nearest stockist 

061-83. and Acorn Electron. Phone: 061-832 9143. 

Phone: 061-832 7049 MORE FUN 


MORE CHALLENGE 
Ocean Software, Ralli Building, Stanley Street, Manchester M3 5FD. 
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